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Chapter 1: Introduction

"DBZ: Ascension" is a tabletop role-playing game (TTRPG) inspired by the Dragon Ball Z universe, where players take on the roles of powerful warriors, strategists, or specialists in a dynamic world of martial arts, Ki manipulation, and planetary-scale conflict. This system is designed to capture the fast-paced, dramatic action of the anime while providing flexibility for players to explore narrative and strategic aspects of their characters.

---

Chapter 2: Core Concepts and Mechanics

- Game Themes: The game revolves around high-stakes combat, exploration, and power growth. The universe is rich with alien races, interplanetary conflict, rival factions, and ancient martial arts.
- Power Level Scaling: Power Level is the primary metric for character strength and determines combat effectiveness, abilities, and transformations.

---

Chapter 3: Character Creation

Players create their characters by selecting Race, Class, Attributes, Techniques, and determining their starting Power Level.

3.1. Races:
- Saiyans: Warriors with Zenkai boosts and transformations.
- Namekians: Experts in Ki manipulation and regeneration.
- Humans: Adaptable with tactical advantages.
- Arcosians: Capable of multiple forms and extreme power suppression.

3.2. Classes:
- Warrior: Excels at melee combat and physical strength.
- Ki Specialist: Masters ranged Ki attacks and energy manipulation.
- Tactician: Controls the battlefield with strategy.
- Elite Fighter: Balanced between melee and Ki techniques.

3.3. Attributes:
Characters have five attributes: Strength, Speed, Durability, Ki, and Control, each affecting their combat and narrative abilities.

3.4. Techniques and Skills:
- Basic Techniques: Ki Blast, Melee Strike, Dodge.
- Advanced Techniques: Kamehameha, Galick Gun.
- Ultimate Techniques: Spirit Bomb, Final Flash.

3.5. Power Level Growth:
Characters gain Power Level by training, combat, and major story events, reflecting their exponential growth, just like in DBZ.

---

Chapter 4: Combat System

Combat in "DBZ: Ascension" is fast-paced and tactical, focusing on explosive action.

4.1. Turn Structure:
Each round, players act based on initiative (determined by Speed). Players can move, attack, defend, or power up.

4.2. Attack and Defense:
Attack rolls are compared to defense rolls (Dodge or Block) to determine whether attacks hit and how much damage they deal.

4.3. Damage Resolution:
Damage is calculated by Strength (for melee) or Ki (for ranged) and reduced by Durability. HP represents how much damage a character can endure.

4.4. Ki Management:
Ki is required for techniques. Players must manage their Ki pool, recovering it through charging or resting.

---

Chapter 5: Transformations

Characters unlock powerful transformations as their Power Level increases.

5.1. Saiyan Transformations:
- Super Saiyan: PL x50 boost, with Ki drain over time.
- Super Saiyan 2: PL x100 boost, with greater Ki drain.
- Super Saiyan 3: PL x400 boost, but very costly to maintain.

5.2. Namekian Transformations:
- Namekian Fusion: Absorb the Power Level of another Namekian.
- Super Namekian: PL x30 boost with moderate Ki drain.

5.3. Arcosian Transformations:
- Suppressed Form: Reduce power to conserve energy.
- True Form: Full power, with no drain.
- Golden Form: PL x100 boost, but drains Ki rapidly.

---

Chapter 6: Special Combat Mechanics

6.1. Beam Struggles:
Two combatants clash their Ki blasts in a struggle of strength and control.

6.2. Instant Transmission:
Allows players to teleport across vast distances, requiring a successful roll and Ki expenditure.

---

Chapter 7: Training and Power Growth

Training sessions allow players to increase attributes and unlock new techniques.

7.1. Training Camps:
Players gain attribute increases through training, such as +1 Strength from weight training or better Ki control.

7.2. Power Growth Rate:
As characters progress through sagas and story arcs, their Power Levels grow exponentially, from 0 to over 1,000,000.

---

Chapter 8: Narrative and Campaign Structure

GMs can choose from different campaign structures, from saga-style arcs to tournament-based battles.

8.1. Saga Campaigns:
Follow a structured storyline with a main villain and numerous battles.

8.2. Tournament Campaigns:
Players compete in structured matches for rewards and honor.

8.3. Open-World/Sandbox Campaigns:
Allow players to explore planets, train, and interact with NPCs at their own pace.

---

Chapter 9: Items, Gear, and Special Equipment

Players can find and use powerful gear to enhance their abilities.

9.1. Healing and Recovery Items:
- Senzu Beans: Fully restores HP and Ki.

9.2. Battle Gear and Armor:
- Saiyan Armor: Reduces damage and is highly durable.

---

Chapter 10: Roleplaying and Character Development

Players are encouraged to develop their character's motivations and relationships.

10.1. Personal Quests:
Players can have personal story arcs, such as revenge, redemption, or mastering techniques.

10.2. Emotional Triggers and Transformations:
Strong emotional moments in the story can trigger new transformations or abilities.


___

### **Chapter 2: Core Concepts and Mechanics**

---

In "DBZ: Ascension," the game’s core concepts revolve around **Power Level**, combat mechanics, and character progression through training, combat, and narrative growth. These mechanics help simulate the dramatic, high-intensity battles and constant power scaling that are the hallmarks of the **Dragon Ball Z universe**. In this chapter, we will explain the fundamental concepts that form the backbone of gameplay.

---

#### **2.1 Game Themes**

The world of Dragon Ball Z is a universe of constant conflict, where warriors strive to become the strongest, facing powerful enemies that threaten not only their lives but entire worlds. In this game, you will take on the role of a warrior who will grow in strength, skill, and resilience. This is a world of **interplanetary conflict**, **ancient martial arts**, **alien technology**, and **legendary transformations**. The key themes in "DBZ: Ascension" include:

- **Combat and Rivalry:** Battles in DBZ are not just about power; they are also about strategy, determination, and rivalries. Characters often face seemingly insurmountable odds, and their growth is driven by both personal and external conflict.
- **Power Growth:** Characters grow exponentially stronger throughout their journey. Your Power Level is a key indicator of your character’s growth, and the game encourages players to constantly seek out ways to improve.
- **Exploration and Discovery:** From ancient battlefields to distant planets, players will explore a variety of locations in search of powerful enemies, lost techniques, and hidden lore.
- **Transformations and Breakthroughs:** A key mechanic in DBZ is unlocking transformations and breakthroughs that drastically increase a character’s power, reflecting the theme of surpassing one’s limits.

---

#### **2.2 Power Level Scaling**

The concept of **Power Level (PL)** is central to DBZ: Ascension. It’s a numerical representation of your character’s overall strength, taking into account their physical power, Ki energy, and combat prowess. A higher Power Level indicates greater capabilities in both offense and defense, and Power Level serves as a measure of progression throughout the campaign.

##### **Power Level Growth**

Characters start with a base Power Level determined by their **Race** and **Class** (explained in Chapter 3). From this starting point, Power Levels grow throughout the game, particularly through training, combat, and certain narrative events.

1. **Training:** Dedicated training can increase your attributes and Power Level. Training focuses on improving specific aspects of your character, such as Strength, Speed, or Ki control.
   
2. **Combat Experience:** Participating in battles, especially against foes with higher Power Levels, provides a significant boost to your Power Level. The tougher the opponent, the greater the potential gain.
   
3. **Story Milestones:** At key moments in the campaign, such as unlocking new transformations or achieving a personal victory, characters may experience sudden surges in power, sometimes referred to as **Breakthroughs**.

##### **Power Level Tiers**

As characters grow, their Power Level will move through different tiers of growth. Each tier represents a new level of mastery over their abilities:

- **Tier 1 (0 – 100,000 PL):** Early growth, where characters are beginning to unlock their true potential.
- **Tier 2 (100,000 – 1,000,000 PL):** Mid-tier growth, where characters unlock powerful transformations like Super Saiyan and discover new techniques.
- **Tier 3 (1,000,000+ PL):** High-tier growth, where characters become incredibly powerful, unlock the highest-level transformations, and face universal threats.

---

#### **2.3 Attributes**

Each character in "DBZ: Ascension" has five key attributes that determine their strengths and weaknesses in combat, training, and other aspects of gameplay. Attributes are crucial for determining success in both offensive and defensive actions, as well as for resolving certain story-based actions.

1. **Strength:** Reflects the character's physical power. Strength affects the damage output of melee attacks and any feats of brute force. A high Strength score allows your character to punch harder, lift heavier objects, and overpower opponents in physical clashes.

2. **Speed:** Measures the character’s quickness and agility. Speed affects initiative in combat (who acts first) and the ability to dodge attacks. It also plays a role in movement distance during a fight or chase sequences.

3. **Durability:** Determines how much damage a character can endure before being knocked out or killed. Durability also reduces the impact of incoming attacks by mitigating damage. High Durability means your character can take significant hits and keep fighting.

4. **Ki:** Represents the character’s energy reserves, used for unleashing powerful techniques and transformations. Ki points are consumed when using abilities like the **Kamehameha** or **Special Beam Cannon**. Managing Ki is essential for balancing attack and defense, especially during long battles.

5. **Control:** This attribute reflects the character’s mastery over their techniques and Ki. Control affects how well a character can manage their Ki output, ensuring more accurate and effective Ki blasts and advanced techniques. A high Control score also helps reduce Ki drain during transformations.

##### **Example of Attribute Application:**
- If a Saiyan character with high Strength and Speed decides to attack with a melee strike, they will roll to hit using their Strength and Speed. If the opponent attempts to dodge, their Speed and Control will determine whether they successfully evade the attack.

---

#### **2.4 Techniques and Skills**

A character’s **techniques** are their unique abilities in combat. Techniques are divided into three tiers: **Basic**, **Advanced**, and **Ultimate**. Players begin with basic techniques, but as their Power Level increases, they unlock more powerful and complex techniques.

##### **Basic Techniques:**
- **Ki Blast:** A simple energy attack that costs a small amount of Ki and can be used at range. Most characters, regardless of race or class, can use this technique.
- **Melee Strike:** A physical attack using the character’s fists, feet, or a weapon. Melee strikes are straightforward and rely on the character’s Strength and Speed.
- **Dodge:** An evasive maneuver to avoid an incoming attack. Characters use Speed and Control to determine if they can successfully dodge an attack.

##### **Advanced Techniques:**
- **Kamehameha (Ki Specialist/Elite):** A powerful energy beam that can be charged to deal additional damage. Costs more Ki than a basic Ki Blast but delivers far greater damage.
- **Galick Gun (Saiyan/Warrior):** A devastating energy attack unique to Saiyan characters. Like the Kamehameha, it can be charged for extra damage.
- **Destructo Disk (Human/Tactician):** A razor-sharp energy disk that cuts through most materials, offering a precise and deadly ranged attack.

##### **Ultimate Techniques:**
- **Spirit Bomb (Ki Specialist/Elite):** A massive energy attack that draws power from the surrounding environment. It requires a significant amount of time to charge but deals devastating damage once unleashed.
- **Final Flash (Saiyan/Warrior):** A concentrated energy blast that cannot be stopped once fired, dealing massive damage to anything in its path.
- **Hellzone Grenade (Tactician):** A strategic energy attack where Ki blasts are thrown around the target, surrounding them before detonating simultaneously.

Each technique requires a certain amount of **Ki** to use, with more powerful techniques costing more Ki. Characters must balance their Ki usage, especially in prolonged battles.

---

#### **2.5 Power Level Growth and Progression**

One of the most exciting aspects of "DBZ: Ascension" is the **exponential growth** of Power Levels. This growth is tied to the theme of surpassing limits, as characters become significantly more powerful over time.

##### **Starting Power Levels:**
Each character starts with a base Power Level based on their race and class. For example:
- **Saiyans** and **Arcosians** start with higher base Power Levels, given their natural predisposition for combat and strength.
- **Humans** and **Namekians** start with lower Power Levels but can progress rapidly through training and experience.

##### **Power Level Growth Formula:**
Characters grow stronger after each session based on their performance, the difficulty of battles, and story milestones:
1. **Base Growth:** At the end of every session, characters gain a certain amount of Power Level. For example, a standard gain might be +500 Power Level for average performance, with larger gains for significant story events or major victories.
   
2. **Zenkai Boosts (Saiyans):** Saiyans gain additional Power Level boosts after recovering from near-death experiences. After a battle where a Saiyan narrowly escapes death, they might receive a **+10% increase** in their total Power Level as part of their **Zenkai** ability.

3. **Training and Story Arcs:** Key narrative moments, such as achieving a personal goal, discovering new techniques, or unlocking a transformation, can lead to immediate large-scale Power Level increases (e.g., a +5,000 or +10,000 jump).

##### **Exponential Growth Example:**
- A Saiyan starts with a Power Level of 1,000. After intense training and several hard-fought battles, they manage to increase their Power Level to 10,000. Upon unlocking the **Super Saiyan** transformation, their Power Level suddenly jumps to 500,000, reflecting the dramatic and exponential growth typical in the DBZ universe.

---

By understanding and applying the core concepts in this chapter, players can effectively guide their characters through the high-stakes, fast-paced world of "DBZ: Ascension." Whether you're unleashing devastating attacks or discovering hidden strengths, this chapter forms


Certainly! Here is a detailed instructional text for **Chapter 3: Character Creation**. This chapter provides step-by-step guidance on how players can build their characters, customize their abilities, and set the stage for their adventures.

---

### **Chapter 3: Character Creation**

---

Creating your character in **DBZ: Ascension** is a multi-step process that allows for a high level of customization and personalization. Players can select their race, class, attributes, and techniques, as well as define their character’s backstory and Power Level. In this chapter, we will walk you through the character creation process.

---

#### **3.1 Races**

Your character’s race plays a significant role in shaping their abilities, strengths, and playstyle. In the DBZ universe, different races come with unique physical traits and powers, which reflect in their mechanics in the game.

##### **Saiyans**

Saiyans are a warrior race known for their combat prowess, unrelenting drive for self-improvement, and ability to transform into **Super Saiyan** and beyond. Saiyans thrive in battle and grow stronger through adversity, gaining a **Zenkai Boost** when they recover from near-death experiences. This race is ideal for players who enjoy straightforward, powerful combat and an emphasis on melee and energy-based attacks.

- **Traits:**
  - **Zenkai Boost:** When a Saiyan recovers from a near-death experience (defined as being reduced to less than 10% of their HP), they receive a permanent **10% boost to their Power Level**.
  - **Transformation:** Saiyans have access to a range of transformations, starting with **Super Saiyan** (PL x50), which drastically increases their Power Level and combat abilities.
  - **Starting Power Level:** 1,000

- **Advantages:**
  - Superior combat capabilities, especially in melee.
  - Rapid Power Level growth after intense battles.
  - Access to powerful transformations like Super Saiyan, Super Saiyan 2, and Super Saiyan 3.

- **Disadvantages:**
  - Requires a near-death experience to fully utilize Zenkai Boosts.
  - Transformations drain Ki rapidly, requiring careful management in prolonged battles.

##### **Namekians**

Namekians are a peaceful but powerful race known for their incredible Ki control, natural regenerative abilities, and spiritual connection to their planet. They can fuse with other Namekians to increase their power and are adept at healing and support roles. Namekians excel in Ki manipulation and defensive play, making them perfect for players who prefer strategic combat and support.

- **Traits:**
  - **Regeneration:** Once per battle, a Namekian can regenerate from a serious injury (such as losing a limb), costing 15 Ki and healing a portion of their HP.
  - **Namekian Fusion:** A Namekian can permanently fuse with another Namekian, gaining all of their Power Level and techniques.
  - **Starting Power Level:** 800

- **Advantages:**
  - Exceptional Ki control and healing abilities.
  - Can fuse with other Namekians for permanent Power Level boosts.
  - Natural ability to regenerate lost limbs during battle.

- **Disadvantages:**
  - Lower starting Power Level compared to Saiyans and Arcosians.
  - Fusion is a permanent change that merges both characters into one, meaning the fused Namekian absorbs the personality and memories of the other.

##### **Humans**

Humans are physically weaker compared to the other races, but they make up for it with incredible adaptability, tactical brilliance, and ingenuity. Though they lack the raw power of Saiyans and Arcosians, humans are versatile fighters who can quickly master techniques and learn from their surroundings. Humans excel at manipulating the battlefield and can gain combat advantages through clever strategy.

- **Traits:**
  - **Tactical Advantage:** Humans receive a **+2 bonus to all rolls** when using items, tactics, or teamwork during combat.
  - **Ki Mastery:** Humans have an increased chance of learning new techniques, reducing the time needed to master advanced and ultimate techniques.
  - **Starting Power Level:** 500

- **Advantages:**
  - Highly adaptable with tactical combat advantages.
  - Can master Ki techniques more quickly than other races.
  - Gains bonuses from working with allies or using items in combat.

- **Disadvantages:**
  - Lower raw power compared to other races.
  - Requires clever use of strategy to compete against stronger foes.

##### **Arcosians (Frieza’s Race)**

Arcosians, like Frieza and his family, are naturally powerful and possess the ability to transform into multiple forms, each stronger than the last. They start with the ability to **suppress** their power in a weakened state to conserve energy or remain undetected, and they can unlock their **True Form** to unleash their full strength. Arcosians are ideal for players who enjoy controlling their power and using transformations tactically in combat.

- **Traits:**
  - **Suppressed Form:** Arcosians can reduce their Power Level by 90% to conserve energy or avoid detection. This form has no Ki drain.
  - **True Form:** Arcosians can access their full power by transforming into their true form, multiplying their Power Level by 10 and gaining significant boosts to their attributes.
  - **Golden Form:** Arcosians can unlock the **Golden Form** after intense training, granting a massive Power Level boost (PL x100) but at a significant Ki cost.
  - **Starting Power Level:** 1,200

- **Advantages:**
  - Exceptionally high starting Power Level and rapid growth potential.
  - Can control their power level by switching between suppressed and true forms.
  - Access to powerful transformations like **Golden Form** that drastically increase combat effectiveness.

- **Disadvantages:**
  - Transformations, especially Golden Form, drain Ki quickly.
  - Suppressed Form reduces combat effectiveness significantly.

---

#### **3.2 Classes**

Once you’ve chosen your character’s race, the next step is to select a **Class**. A character’s class determines their combat style, role in a party, and how they progress through the game. There are four main classes, each with unique abilities and playstyles.

##### **Warrior**

Warriors are melee-focused fighters who specialize in hand-to-hand combat and physical strength. They are often found at the front lines of a battle, overpowering enemies with brute force. Warriors can focus on increasing their Strength and Durability, making them resilient and capable of dealing devastating blows. This class is ideal for players who want to dominate in close combat.

- **Key Attributes:** Strength, Durability
- **Abilities:**
  - **Power Strike:** Warriors can channel their strength into a single powerful attack, increasing damage based on their Power Level.
  - **Unyielding Force:** Warriors can endure more punishment than other classes, gaining bonuses to their Durability in combat.
  
- **Advantages:**
  - Excels at physical combat and melee strikes.
  - High Durability means they can withstand significant damage.
  
- **Disadvantages:**
  - Limited in Ki abilities compared to Ki Specialists and Tacticians.
  - Dependent on physical proximity to enemies.

##### **Ki Specialist**

Ki Specialists focus on mastering energy manipulation and ranged combat. They are highly skilled in using Ki to unleash devastating attacks from a distance, such as the iconic **Kamehameha** or **Special Beam Cannon**. Ki Specialists prioritize their Ki and Control attributes, ensuring that their energy-based attacks are precise and powerful. This class is ideal for players who enjoy using energy blasts and strategic, ranged combat.

- **Key Attributes:** Ki, Control
- **Abilities:**
  - **Ki Blast Mastery:** Ki Specialists can unleash multiple Ki blasts in a single turn, overwhelming opponents with a barrage of energy.
  - **Energy Shield:** Ki Specialists can use their Ki to create protective barriers that absorb incoming damage.
  
- **Advantages:**
  - Superior Ki manipulation and energy-based attacks.
  - Can attack from a distance, keeping them out of harm’s way.
  
- **Disadvantages:**
  - Lower physical strength and durability compared to Warriors.
  - Dependent on Ki, which can deplete quickly in prolonged battles.

##### **Tactician**

Tacticians are strategic fighters who use a combination of Ki and physical abilities to control the battlefield. While not as physically strong as Warriors or as specialized in Ki as Ki Specialists, Tacticians excel at outsmarting their opponents and using the environment to their advantage. They often serve as the leaders of a group, guiding others with their tactical knowledge and quick thinking.

- **Key Attributes:** Speed, Control
- **Abilities:**
  - **Counter Strategy:** Tacticians can anticipate an opponent’s moves, reducing the effectiveness of incoming attacks or turning them against the attacker.
  - **Strategic Positioning:** Tacticians gain bonuses when fighting from advantageous positions or using the terrain to their benefit.
  
- **Advantages:**
  - Able to control the flow of battle through strategy and clever positioning.
  - Balanced mix of Ki and physical abilities.
  
- **Disadvantages:**
  - Lacks the raw power of Warriors and the Ki focus of Specialists.
  - Requires careful planning to maximize effectiveness in combat.

##### **Elite Fighter**

Elite Fighters are balanced combatants who excel at both melee and Ki combat. They are versatile and can adapt to a variety of situations, making them effective in any role. Elite Fighters prioritize a mix of Strength, Speed, and Ki, allowing them to fight effectively in both close and ranged combat. This class is ideal for players who want flexibility and the ability to switch between different fighting styles as the situation demands.

- **Key Attributes:** Strength, Ki, Speed
- **Abilities:**
  - **Ultimate Form:** Elite Fighters can unlock their full potential in battle, gaining significant boosts to all attributes, especially Strength and Ki, for a short period. This allows them to unleash devastating attacks and resist damage, but it comes with a heavy Ki cost.
  - **Balanced Combatant:** Elite Fighters gain a bonus when switching between melee and Ki attacks, increasing their adaptability in combat.

- **Advantages:**
  - Extremely versatile, able to switch between melee and Ki combat seamlessly.
  - Strong in both physical and energy-based attacks, making them effective in any situation.

- **Disadvantages:**
  - Not as specialized as other classes, meaning they may be outmatched in a particular area by dedicated Warriors or Ki Specialists.
  - Ki drain can be an issue during prolonged battles if not managed carefully.

---

#### **3.3 Attributes**

Once you’ve selected your character’s race and class, the next step is to distribute points to your **Attributes**. Attributes define your character’s strengths and weaknesses and influence how they perform in combat, training, and other challenges throughout the game.

Each player begins with a certain number of **attribute points** to distribute (usually 20 points) across the five core attributes. Each attribute starts at a base value depending on the character’s race and class, and additional points can be added to improve those stats.

##### **Core Attributes:**

1. **Strength**: Determines a character’s physical power. It affects melee combat damage, feats of raw physical strength, and endurance. Characters with high Strength can deal more damage in hand-to-hand combat and lift or break heavy objects.

   - **Example:** A Saiyan Warrior with high Strength might be able to overpower opponents in close combat, landing devastating punches and throws.

2. **Speed**: Represents how quickly a character can move and react. It influences initiative (who acts first in combat), dodging attacks, and movement speed on the battlefield. Characters with high Speed can evade attacks more easily and act faster in combat.

   - **Example:** A Tactician with high Speed can outmaneuver slower enemies, dodge incoming attacks, and quickly reposition for tactical advantage.

3. **Durability**: Measures a character’s ability to endure damage. Durability affects how much damage a character can take before being knocked out and reduces the amount of damage taken from attacks. Characters with high Durability can absorb hits and stay in the fight longer.

   - **Example:** A Namekian with high Durability can withstand heavy blows from powerful opponents and regenerate from injuries during battle.

4. **Ki**: Represents a character’s energy reserve, which powers their techniques and transformations. The higher a character’s Ki, the more energy they have to use powerful attacks and defensive techniques. Managing Ki is essential for characters who rely heavily on energy-based attacks.

   - **Example:** A Ki Specialist with a high Ki attribute can unleash multiple energy blasts in rapid succession or use advanced techniques like the **Kamehameha** without running out of energy too quickly.

5. **Control**: Reflects a character’s mastery over their Ki and abilities. It determines the accuracy and effectiveness of Ki-based attacks and reduces Ki consumption for certain techniques. Control is crucial for managing energy use efficiently and ensuring that techniques hit their mark.

   - **Example:** A human character with high Control might be able to consistently land precise Ki blasts and reduce the energy cost of maintaining a Ki shield during combat.

##### **Attribute Allocation:**

When allocating attribute points, it’s important to consider your character’s class and preferred playstyle. For example, a **Warrior** will benefit from focusing on **Strength** and **Durability**, while a **Ki Specialist** will prioritize **Ki** and **Control** to maximize their energy attacks. The choices you make during attribute allocation will shape how your character performs in combat and what role they play in the party.

**Example Attribute Allocation (Saiyan Warrior):**
- Strength: 8
- Speed: 5
- Durability: 6
- Ki: 4
- Control: 3

This build focuses on physical power and durability, making the character effective in close-quarters combat while still having enough Ki to use basic energy attacks.

**Example Attribute Allocation (Human Tactician):**
- Strength: 3
- Speed: 8
- Durability: 4
- Ki: 5
- Control: 6

This build emphasizes speed and control, allowing the character to act quickly in battle and execute precise energy attacks or support the team with strategic abilities.

---

#### **3.4 Techniques and Skills**

Once your attributes are set, it’s time to choose your character’s **Techniques** and **Skills**. Techniques are the special abilities your character can use in combat, such as energy blasts, melee attacks, or defensive maneuvers. Skills represent your character’s proficiency in specific areas, providing bonuses or special abilities that help them perform better in certain situations.

##### **Techniques:**

Techniques are divided into three tiers: **Basic**, **Advanced**, and **Ultimate**. When creating a new character, players can choose up to three Basic Techniques and one Advanced Technique. As their Power Level increases, they will gain access to more powerful Advanced and Ultimate Techniques.

1. **Basic Techniques:** Simple but effective abilities that form the foundation of combat in "DBZ: Ascension." These are the standard moves that all characters can perform, though their effectiveness is influenced by the character’s attributes.

   - **Ki Blast:** A basic ranged energy attack. It deals moderate damage and costs 5 Ki to use. All characters have access to Ki Blast, though Ki Specialists can use it more effectively.
   - **Melee Strike:** A basic physical attack using fists, feet, or a weapon. Damage is determined by the character’s Strength and deals damage to an opponent in close range.
   - **Dodge:** An evasive maneuver to avoid an incoming attack. The character’s Speed and Control determine whether the dodge is successful.

2. **Advanced Techniques:** These are more powerful abilities that require a higher level of skill and control. Advanced Techniques usually cost more Ki but offer greater damage or additional effects.

   - **Kamehameha (Ki Specialist/Elite):** A concentrated energy beam that deals heavy damage to a single target. The attack can be charged for one turn to increase its damage. Costs 20 Ki.
   - **Galick Gun (Saiyan/Warrior):** A powerful energy blast unique to Saiyans, dealing significant damage. Costs 15 Ki.
   - **Energy Shield (Ki Specialist):** A defensive barrier that absorbs damage from incoming attacks. Costs 10 Ki to maintain and can protect the user or an ally.

3. **Ultimate Techniques:** These are the most powerful and iconic abilities in the game, capable of changing the tide of battle. Ultimate Techniques often require high Ki and perfect control, but they deal devastating damage.

   - **Spirit Bomb (Ki Specialist/Elite):** A massive energy attack that draws power from surrounding life forms. The Spirit Bomb requires several turns to charge, but when fully powered, it deals immense damage to all enemies in the area. Costs 50 Ki.
   - **Final Flash (Saiyan/Warrior):** An unstoppable energy beam that deals massive damage to everything in its path. The attack is highly destructive but drains a large amount of Ki. Costs 40 Ki.
   - **Hellzone Grenade (Tactician):** A series of Ki blasts that surround the target and detonate simultaneously. This attack can trap enemies and deals area-of-effect damage. Costs 25 Ki.

##### **Choosing Techniques:**

When selecting techniques, consider your character’s strengths and weaknesses. A **Ki Specialist** might choose techniques that emphasize ranged combat and energy manipulation, while a **Warrior** might focus on close-range strikes and brute force. **Tacticians** may want to balance their techniques between offense and defense, using skills that control the battlefield.

**Example Technique Loadout (Saiyan Warrior):**
- **Basic Techniques:** Melee Strike, Ki Blast, Dodge
- **Advanced Technique:** Galick Gun

**Example Technique Loadout (Ki Specialist):**
- **Basic Techniques:** Ki Blast, Energy Shield, Dodge
- **Advanced Technique:** Kamehameha

---

##### **Skills:**

Skills represent your character’s proficiency in specific areas of combat or roleplaying. Skills provide passive bonuses or allow characters to perform special actions during the game. When creating a character, players can choose two skills to start with. As their Power Level increases, they can unlock more skills.

Examples of Skills:
- **Martial Arts Mastery (Warrior):** Increases the damage of all melee attacks by +2 and grants a bonus to any Strength-based checks in combat.
- **Ki Efficiency (Ki Specialist):** Reduces the Ki cost of all Ki-based techniques by 1, allowing the character to use their abilities more frequently in combat.
- **Strategic Mind (Tactician):** Grants a +2 bonus to initiative rolls and allows the character to reposition themselves on the battlefield without provoking attacks of opportunity.
- **Weapon Master (Elite Fighter):** Increases damage when using a weapon in melee combat and grants a bonus to disarming opponents.

##### **Choosing Skills:**

When choosing skills, it’s important to consider your character’s playstyle and the role they will fulfill in combat and the narrative. For example, a **Saiyan Warrior** might focus on melee damage and physical feats, choosing skills that enhance their strength and durability, while a **Tactician** might select skills that grant them strategic advantages in positioning and battlefield control.

**Example Skill Loadout (Saiyan Warrior):**
- **Martial Arts Mastery:** Enhances melee combat.
- **Unyielding Will:** Grants resistance to being knocked out, allowing the character to fight longer even when severely injured.

**Example Skill Loadout (Human Tactician):**
- **Strategic Mind:** Improves initiative and battlefield movement.
- **Ki Control:** Reduces Ki costs for techniques and enhances the precision of Ki attacks.

---

#### **3.5 Power Level Growth and Progression**

In "DBZ: Ascension," a character’s **Power Level** is more than just a number—it’s a measure of their potential, growth, and strength. As characters train, fight, and experience intense events, their Power Level increases, reflecting the exponential growth seen in the Dragon Ball Z universe.

##### **Starting Power Level:**
Every character begins the game with a **starting Power Level** based on their race and class. For instance:
- **Saiyans** and **Arcosians** start with higher base Power Levels due to their natural combat abilities and transformations.
- **Humans** and **Namekians** start with lower Power Levels but can progress rapidly through training and experience.

The starting Power Level also reflects the character's potential in battle. While a Saiyan may begin with a higher Power Level, a well-trained Human or Namekian can quickly catch up by focusing on technique, strategy, and growth through story events.

##### **Power Level Growth Rate:**
A character’s Power Level grows as they engage in battles, train, and achieve story milestones. Growth is primarily determined by three factors:
1. **Combat Performance:** Each battle provides a boost to a character’s Power Level, with larger boosts for defeating stronger enemies. Facing foes with higher Power Levels accelerates growth.
   
   - Example: Defeating a powerful enemy whose Power Level is significantly higher than your own may result in a massive increase in your Power Level at the end of the battle.
   
2. **Training:** Characters can spend time between sessions training, either alone or with a master. Training focuses on improving specific attributes (e.g., Strength, Speed, or Ki Control) or mastering new techniques. Training also grants Power Level increases based on the intensity and focus of the session.
   
   - Example: After a week of intense gravity training, a Saiyan character might gain +1,000 Power Level and improve their Speed and Strength attributes.

3. **Story Milestones and Transformations:** Unlocking a transformation or achieving a significant narrative goal can result in a sudden, large-scale increase in Power Level. These breakthroughs are often tied to moments of intense emotional or physical stress, such as narrowly surviving a powerful enemy or unlocking a new level of transformation (e.g., Super Saiyan).

   - Example: A Saiyan achieving **Super Saiyan** for the first time might experience an immediate boost of +50,000 Power Level, reflecting the massive power leap associated with the transformation.

##### **Zenkai Boost (Saiyan Racial Trait):**
Saiyans have a unique ability to grow stronger after recovering from near-fatal injuries. Whenever a Saiyan character is reduced to less than 10% of their HP and survives the battle, they receive a **Zenkai Boost** upon recovery.

- **Zenkai Boost Effect:** Saiyans gain a permanent **10% increase** to their Power Level after recovering from critical damage. This trait encourages risky play and rewards players who push their character to the edge in battle.

   - Example: A Saiyan with a Power Level of 10,000 who survives a near-death battle would receive a Zenkai Boost, increasing their Power Level to 11,000.

##### **Transformations and Power Multipliers:**
Transformations are a key part of a character’s progression in **DBZ: Ascension**. As characters grow in strength, they unlock powerful new forms that multiply their Power Level, drastically enhancing their combat abilities.

1. **Saiyan Transformations:**
   - **Super Saiyan:** Multiplies the character’s base Power Level by **x50**. Unlocking this transformation provides a massive boost in power, making the character vastly more effective in combat.
   - **Super Saiyan 2:** Multiplies the base Power Level by **x100** and grants additional bonuses to Speed and Ki control.
   - **Super Saiyan 3:** A more powerful transformation that multiplies Power Level by **x400** but drains Ki rapidly.

2. **Namekian Transformations:**
   - **Namekian Fusion:** By fusing with another Namekian, a character absorbs the other Namekian’s Power Level, resulting in a permanent increase.
   - **Super Namekian:** Unlocks after intense spiritual training, providing a **x30** boost to Power Level.

3. **Arcosian Transformations:**
   - **True Form:** Multiplies Power Level by **x10** and unlocks the Arcosian’s full potential.
   - **Golden Form:** Multiplies Power Level by **x100** and grants significant bonuses to all combat attributes but requires careful Ki management due to its high drain.

4. **Human Growth:** While humans do not have racial transformations like Saiyans or Arcosians, they can achieve **Ki Mastery** and unlock techniques that boost their power significantly. Through intense training and tactical play, humans can reach Power Levels comparable to other races.

##### **Power Level Benchmarks:**
As characters progress through the game, their Power Levels will pass through key benchmarks that signify their growth and the increasing scope of their abilities.

- **10,000 PL:** Characters at this level are formidable warriors, capable of facing off against elite opponents and using advanced techniques effectively.
- **100,000 PL:** At this level, characters begin unlocking powerful transformations (e.g., Super Saiyan, True Form). Battles become more destructive, and enemies become increasingly powerful.
- **1,000,000 PL:** Characters with Power Levels in the millions are among the strongest in the universe, capable of planet-shattering attacks and facing universal threats. Ultimate techniques and high-level transformations are essential at this level.

---

#### **3.6 Character Backstory and Development**

Finally, every character should have a **backstory** and personal motivations that guide them through the campaign. In "DBZ: Ascension," character development goes hand-in-hand with Power Level growth, and the narrative should reflect the character’s journey toward becoming the strongest fighter in the universe.

##### **Character Backstory:**
When creating your character, think about their background, their reason for seeking power, and the challenges they’ve faced. A strong backstory not only enhances roleplaying but also provides the GM with narrative hooks to integrate into the campaign.

- **Example Questions:**
  - What drives your character to grow stronger? Is it revenge, justice, or the desire to protect?
  - How did your character acquire their training? Were they raised by a powerful master, or did they learn through personal struggle?
  - Does your character have any rivalries or deep connections with other NPCs or players?

##### **Personal Goals and Quests:**
In addition to a backstory, every character should have **personal goals** or **quests** that align with their character arc. These goals can be short-term or long-term and should evolve as the character grows.

- **Examples of Personal Goals:**
  - A Saiyan might seek to avenge their people by defeating the remnants of Frieza’s empire.
  - A Namekian may wish to uncover ancient spiritual techniques to become a Super Namekian.
  - A Human might strive to create the ultimate technique to prove their worth against the more powerful races.

As the campaign progresses, these personal goals will intertwine with the main narrative, giving each player a chance to shine and contribute to the story in a meaningful way.

---

### **Conclusion of Chapter 3:**

By the end of Chapter 3, players will have created a fully fleshed-out character with a defined race, class, set of attributes, techniques, and skills. Additionally, they will have a sense of their character’s personal goals and narrative journey, which will drive their progression throughout the campaign.

---

This completes the instructional text for **Chapter 3: Character Creation**. By following these steps, players can craft unique and powerful characters, ready to take on the challenges of the **DBZ: Ascension** universe!


Certainly! Here’s the detailed instructional text for **Chapter 4: Combat System**. This chapter explains the rules and mechanics governing combat in **DBZ: Ascension**, ensuring that players can engage in dynamic and action-packed battles.

---

### **Chapter 4: Combat System**

---

Combat is a critical component of **DBZ: Ascension**, reflecting the fast-paced, high-stakes battles that define the Dragon Ball Z universe. In this chapter, we will cover everything from the basic structure of combat to advanced mechanics such as Ki management, transformations, and beam struggles. The combat system is designed to be flexible and cinematic, allowing for dramatic showdowns and tactical decisions.

---

#### **4.1 Turn Structure**

Combat is organized into rounds, where each character gets a turn to perform actions. The order in which characters act is determined by their **initiative**, which is calculated at the start of the battle. Each turn, a character can perform one or more actions, such as moving, attacking, defending, or using a technique.

##### **Initiative:**
At the start of combat, each player rolls a **1d20 + Speed** to determine their initiative score. Characters act in descending order, with the highest initiative score going first. If two or more characters roll the same initiative, the character with the higher Speed acts first. If their Speed is tied, players can re-roll or defer to the GM to decide.

- **Example:**
  - Player 1 rolls a 15 and has a Speed of 5, giving them an initiative score of 20.
  - Player 2 rolls a 10 and has a Speed of 6, giving them an initiative score of 16.
  - Player 1 acts first in the round.

Once the order of initiative is set, the combat begins. Each round, every character gets a turn in order of their initiative.

##### **Actions on Your Turn:**
On your turn, you can perform the following actions:

1. **Move:** You can move a distance determined by your Speed. Each point of Speed allows you to move **5 meters** during your turn.
   
   - **Example:** A character with Speed 8 can move up to 40 meters in one turn.

2. **Attack:** You can perform a melee or ranged attack, using either your physical attributes (Strength, Speed) or Ki (Ki, Control). Attacks can be basic strikes, Ki blasts, or special techniques.
   
   - **Example:** A Saiyan Warrior might move toward an enemy and then use a melee strike to deal physical damage.
   
3. **Defend or Counter:** You can use your turn to brace yourself for incoming attacks, reducing damage or improving your dodge chance. Alternatively, you can set up a **counterattack** to retaliate against an enemy who targets you.
   
   - **Example:** A Tactician might set up a **counter strategy** to reduce damage from an incoming attack and launch a counter-strike.
   
4. **Use an Ability:** Many characters have special abilities or skills that can be activated on their turn. This might involve using a Ki-based technique, creating a barrier, or healing an ally.
   
   - **Example:** A Namekian might use **Regeneration** to heal themselves mid-combat, restoring lost HP at the cost of Ki.
   
5. **Power Up or Charge Ki:** If you’re low on Ki, you can spend a turn to **charge** and recover a portion of your Ki. Alternatively, you can begin powering up for a transformation or a powerful technique like the **Spirit Bomb**.

---

#### **4.2 Attack and Defense**

Attacks are the core of combat in **DBZ: Ascension**, whether you’re using your fists or unleashing devastating energy blasts. Combat revolves around two primary types of attacks: **melee** and **ranged (Ki)**.

##### **Attack Rolls:**
To perform an attack, the attacking player rolls a **1d20 + relevant attribute** (depending on the type of attack) to determine if the attack hits. The defender can roll to dodge or block the attack.

- **Melee Attack Roll:** 1d20 + Strength + modifiers
- **Ki Attack Roll:** 1d20 + Ki + Control + modifiers

##### **Defense Rolls:**
The defending character makes a **defense roll** to avoid or mitigate damage from the attack.

- **Dodge Roll:** 1d20 + Speed + modifiers (used to evade attacks)
- **Block Roll:** 1d20 + Durability + modifiers (used to absorb damage with physical endurance)

##### **Determining the Outcome:**
Once the attacker rolls to hit and the defender rolls to dodge or block, compare the results. If the attacker’s roll is higher, the attack hits, and the damage is calculated. If the defender’s roll is higher, they successfully dodge or block the attack, avoiding or reducing damage.

##### **Critical Hits:**
If an attacker rolls **10 or more points higher** than the defender’s roll, they score a **critical hit**, dealing extra damage. Critical hits may also trigger additional effects, such as knocking an enemy back or stunning them temporarily.

##### **Example of Combat Exchange:**
- **Attacker’s Turn:**
  - A Saiyan Warrior makes a melee strike against an Arcosian opponent. They roll a **1d20 + Strength (5)** and get a result of 18.
  
- **Defender’s Turn:**
  - The Arcosian attempts to dodge the attack, rolling a **1d20 + Speed (4)**. They roll a total of 15.
  
- **Result:** The Saiyan’s attack hits because their total (18) is higher than the Arcosian’s dodge (15). The Saiyan now rolls for damage.

---

#### **4.3 Damage Resolution**

After a successful attack, the attacker rolls for damage based on the type of attack (melee or Ki). Damage is then reduced by the defender’s **Durability** and applied to their **HP**.

##### **Melee Damage:**
Melee damage is calculated using the attacker’s **Strength** and any modifiers from weapons or abilities.

- **Melee Damage Formula:** Strength + weapon/ability modifiers
  - Example: A Warrior with a Strength of 6 makes a punch with no weapon. They deal 6 points of damage.

##### **Ki Damage:**
Ki damage is calculated using the attacker’s **Ki** and **Control**, and it can vary depending on the technique used.

- **Ki Damage Formula:** Ki + Control + technique modifiers
  - Example: A Ki Specialist with Ki 7 and Control 6 uses a **Kamehameha** (which has a damage modifier of +3). Their total damage would be **7 (Ki) + 6 (Control) + 3 (modifier) = 16 damage**.

##### **Damage Reduction:**
Once damage is calculated, the defender can reduce it by their **Durability** (in the case of a block) or a special defense like a Ki Shield.

- **Damage Reduction Formula:** Durability reduces physical damage, while special techniques reduce Ki damage.

- **Example:** If a character has **Durability 5**, they can reduce incoming melee damage by 5 points. If a punch deals 10 damage, the defender would only take 5 points of damage after applying their Durability.

##### **HP Loss:**
After damage is reduced, the remaining amount is subtracted from the defender’s **HP**. If a character’s HP reaches 0, they are knocked out, incapacitated, or, in extreme cases, killed.

---

#### **4.4 Ki Management**

Ki is a central resource in **DBZ: Ascension**, representing the energy that powers your techniques and transformations. Managing your Ki pool is critical for staying effective in combat, as running out of Ki leaves you vulnerable and unable to use your most powerful abilities.

##### **Ki Pool:**
Every character has a **Ki Pool** determined by their Ki attribute and Power Level. Techniques cost Ki to use, and more powerful techniques require more Ki.

- **Ki Pool Formula:** Ki attribute x Power Level modifier
  - Example: A character with Ki 5 and a Power Level of 1,000 would have a Ki Pool of **5,000**.

##### **Ki Costs:**
Techniques consume Ki, and it’s important to manage your usage carefully, especially during prolonged battles. Here are the Ki costs for common techniques:

- **Ki Blast:** 5 Ki
- **Kamehameha (Advanced):** 20 Ki
- **Spirit Bomb (Ultimate):** 50+ Ki (can scale based on the size of the Spirit Bomb)

##### **Recovering Ki:**
If you run low on Ki, you can take a turn to **charge** and recover a portion of your Ki Pool. Charging Ki allows you to regain 10% of your total Ki each turn.

- **Example:** A character with a total Ki Pool of 5,000 can recover 500 Ki by spending a turn charging.

##### **Ki Drain from Transformations:**
Certain transformations (like **Super Saiyan** or **Golden Form**) drain Ki each turn. If you run out of Ki while in a transformed state, you revert to your base form and can no longer use advanced techniques.

- **Example:** A Saiyan in **Super Saiyan** form drains 5 Ki per turn. If they run out of Ki, they return to their base form.

---

#### **4.5 Special Combat Mechanics**

Some unique mechanics make combat in **DBZ: Ascension** more dynamic and reflective of the anime’s high-stakes battles. These include **beam struggles**, **clashes**, and other cinematic moments.

##### **Beam Struggles:**
One of the most iconic elements of DBZ combat is the **beam struggle**, where two combatants launch energy **attacks at each other and attempt to overpower their opponent. Beam struggles are dramatic showdowns where characters channel their Ki into massive energy blasts and fight for dominance.**

**Mechanics of Beam Struggles:**

1. **Initiating a Beam Struggle:**  
   A beam struggle begins when two characters use ranged Ki techniques (e.g., **Kamehameha** vs. **Galick Gun**) at the same time. The GM can also decide to trigger a beam struggle if two characters attempt to counter each other’s Ki blasts.

2. **Beam Struggle Roll:**  
   Both participants make a **Ki Attack Roll** using their **Ki + Control + 1d20** to determine the strength of their attack.
   
   - **Example:** A Saiyan using **Kamehameha** (with Ki 7 and Control 5) rolls a 1d20 and gets a 12. Their total beam struggle roll is **7 (Ki) + 5 (Control) + 12 (roll) = 24**.
   - Their opponent, using **Galick Gun** (with Ki 6 and Control 6), rolls a 10 on the 1d20, resulting in a total of **6 (Ki) + 6 (Control) + 10 (roll) = 22**.

3. **Ki Amplification:**  
   If one player rolls lower than the other, they can choose to expend additional Ki to increase their beam’s strength. For each 5 Ki spent, they can add **+1** to their roll.
   
   - **Example:** The player using Galick Gun spends 10 Ki to increase their roll by +2, making their total roll **24**, which ties with the Kamehameha.

4. **Resolving the Struggle:**  
   If one player has a higher total after all Ki amplifications, their beam overpowers the other, dealing full damage to their opponent. The losing character takes damage equal to the winner’s technique damage, minus half their Durability.
   
   - **Example:** If the **Kamehameha** wins with 24 vs. 22, the Saiyan deals full damage to their opponent. However, if the rolls tie, the beam struggle continues, forcing both players to decide if they will spend more Ki or allow the struggle to break.

##### **Beam Struggle Critical:**
   If a character wins the beam struggle by **10 points or more**, they land a critical hit, dealing additional damage and potentially causing environmental effects (e.g., destroying the battlefield or knocking back enemies).

---

#### **4.6 Clashes and Physical Struggles:**

Just as beam struggles are iconic in DBZ, so are **physical clashes** where combatants meet in hand-to-hand combat, grappling or exchanging rapid strikes. In **DBZ: Ascension**, clashes happen when two characters attempt to attack each other with melee strikes at the same time.

**Clash Mechanics:**

1. **Initiating a Clash:**  
   A clash occurs when two characters roll for a melee attack on the same turn or declare they want to enter a clash. The GM may also initiate clashes for dramatic effect in combat.

2. **Clash Roll:**  
   Both characters roll **1d20 + Strength + Speed** to determine the outcome of the clash.
   
   - **Example:** Two characters with similar Strength and Speed meet in combat. One rolls a **1d20 + 6 Strength + 5 Speed**, resulting in a 23. The other rolls a **1d20 + 5 Strength + 4 Speed**, resulting in 21.

3. **Resolving the Clash:**  
   The character with the higher roll wins the clash and deals melee damage as normal. The loser is pushed back and may suffer additional effects, such as being stunned or thrown off-balance.
   
   - **Example:** If the first character wins the clash with a 23 vs. 21, they can land a critical hit or knock their opponent back, dealing damage based on their **Strength**.

4. **Counter Moves:**  
   After losing a clash, a player may declare a counter move if they have a skill or ability that allows it. Counter moves let a character respond after losing, often with a Ki attack or special technique.

---

#### **4.7 Transformations in Combat**

One of the most defining aspects of DBZ is the ability to transform during combat, unlocking new levels of power and gaining access to stronger abilities. Transformations can completely change the flow of a battle, but they also come with risks, such as rapid Ki depletion.

##### **Transformation Rules:**

1. **Triggering a Transformation:**  
   Characters can transform either at the start of combat or during combat. To transform mid-combat, a character must spend one turn focusing their Ki and roll a **Control check** (1d20 + Control). The difficulty of this check depends on the transformation.

   - **Example Difficulty Levels:**
     - **Super Saiyan:** Control check of 15.
     - **Super Saiyan 2:** Control check of 18.
     - **Super Saiyan 3:** Control check of 20.

2. **Ki Drain from Transformations:**  
   Transformations provide massive boosts to a character’s Power Level and attributes but drain Ki each turn they are active. The more advanced the transformation, the faster it drains Ki.
   
   - **Super Saiyan:** 5 Ki per turn.
   - **Super Saiyan 2:** 10 Ki per turn.
   - **Golden Form (Arcosian):** 15 Ki per turn.

3. **Transformation Benefits:**  
   Each transformation multiplies a character’s **Power Level**, which enhances their attack rolls, damage output, and Ki pool. Higher-level transformations also grant bonuses to specific attributes, such as Strength, Speed, or Ki.

   - **Example:** A Saiyan with a base Power Level of 10,000 transforms into **Super Saiyan**, multiplying their Power Level by **x50**, bringing their total Power Level to **500,000**. In addition, they gain a **+10 bonus to Strength and Speed** for the duration of the transformation.

4. **Transformation Exhaustion:**  
   If a character depletes their Ki while transformed, they immediately revert to their base form and suffer **transformation exhaustion**. This exhaustion reduces their attributes by 2 for the remainder of the battle and prevents them from transforming again until they recover fully.

---

#### **4.8 Advanced Techniques and Combos**

As characters grow in strength and learn new techniques, they gain access to **advanced techniques** and the ability to perform **combo attacks**. Combos allow characters to string together multiple techniques in a single turn, creating devastating combinations of melee and Ki-based attacks.

##### **Combo Attacks:**

1. **Initiating a Combo:**  
   To initiate a combo, a character must have at least two techniques they can use in succession (such as a melee strike followed by a Ki blast). They can declare a combo at the start of their turn and attempt to perform both actions.
   
   - **Example:** A Warrior might declare a combo of **Melee Strike + Ki Blast**. They roll for the melee attack first and, if successful, immediately roll for the Ki blast.

2. **Combo Roll Penalties:**  
   Each subsequent attack in a combo suffers a **-2 penalty** to the attack roll. This penalty represents the difficulty of maintaining momentum during a complex attack sequence.

   - **Example:** After successfully landing the **Melee Strike**, the Warrior rolls for the Ki blast but applies a **-2 penalty** to their attack roll. If the first attack fails, the combo ends, and the second attack cannot be attempted.

3. **Combo Damage:**  
   If both attacks in a combo hit, the defender takes the full damage from both attacks. Combo attacks can be incredibly powerful but are harder to execute.

---

### **Conclusion of Chapter 4: Combat System**

By the end of Chapter 4, you should have a comprehensive understanding of the combat mechanics in **DBZ: Ascension**. Combat in this system is designed to be fluid and explosive, encouraging players to combine physical attacks, Ki blasts, and transformations to create dramatic and memorable battles. Whether you’re launching beam struggles, engaging in fast-paced melee clashes, or transforming into a Super Saiyan, this combat system ensures every fight feels dynamic and cinematic.

Mastering the combat system means understanding your character’s strengths, managing Ki effectively, and knowing when to trigger powerful transformations or special techniques. With these tools in hand, you’re ready to take on the toughest foes in the universe and grow stronger with each battle.

---

This concludes **Chapter 4: Combat System** of the player’s handbook.


### **Chapter 5: Transformations**

---

One of the defining aspects of the **Dragon Ball Z universe** is the use of **transformations** to push characters beyond their limits. Transformations drastically increase a character’s Power Level and enhance their abilities, reflecting their immense growth and potential in battle. In **DBZ: Ascension**, transformations are pivotal moments that can turn the tide of combat, providing significant boosts to attributes but often at the cost of Ki management. This chapter will explore the various transformations available to each race, the mechanics of triggering these transformations, and the risks involved.

---

#### **5.1 Saiyan Transformations**

Saiyans are most known for their ability to transform into progressively more powerful forms, with the **Super Saiyan** transformation being one of the most iconic moments in anime history. Each Saiyan transformation provides a massive multiplier to a character’s base Power Level, as well as bonuses to key attributes like Strength and Speed.

##### **5.1.1 Base Saiyan Traits:**
Before delving into transformations, it’s important to understand that Saiyans have a natural predisposition toward combat and growth. Their **Zenkai Boost** ability allows them to grow stronger after near-death experiences, and their transformations are triggered by intense emotions, usually tied to personal struggle or extreme stress.

---

##### **5.1.2 Super Saiyan (SSJ):**

**Super Saiyan** is the first transformation that a Saiyan character can unlock. It represents a huge leap in power, multiplying the character’s base Power Level by 50. Super Saiyan enhances a character’s combat capabilities significantly, making them faster, stronger, and more resilient.

- **Prerequisite:**  
   - A Power Level of **100,000** or higher.  
   - A significant emotional trigger (usually rage or grief).

- **Activation:**  
   - The character must succeed on a **Control check** (DC 15). If successful, they transform into Super Saiyan. If they fail, they cannot attempt to transform again until the next turn.

- **Effect:**  
   - **Power Level Multiplier:** x50  
   - **Attribute Bonuses:** +10 to Strength, +10 to Speed, +5 to Ki  
   - **Ki Drain:** 5 Ki per turn (after the first 5 turns)

- **Description:**  
   Upon transforming into Super Saiyan, a Saiyan’s hair turns golden, and their aura becomes fierce and electrified. Their fighting style becomes more aggressive, and they gain access to enhanced attacks. This form allows them to outmatch most opponents they would struggle with in their base form.

##### **5.1.3 Super Saiyan 2 (SSJ2):**

The next level of Saiyan transformation is **Super Saiyan 2**, a more refined and powerful version of the original Super Saiyan form. Super Saiyan 2 multiplies the base Power Level by 100 and provides even greater bonuses to combat attributes, but it comes with a higher Ki drain.

- **Prerequisite:**  
   - A Power Level of **500,000** or higher.  
   - Mastery of the Super Saiyan form (must have used Super Saiyan in at least 5 significant battles).

- **Activation:**  
   - The character must succeed on a **Control check** (DC 18). This is a more difficult transformation, requiring greater mastery over one’s emotions and Ki.  
   - A failed check prevents the transformation, and the character cannot attempt it again until they’ve stabilized their emotions.

- **Effect:**  
   - **Power Level Multiplier:** x100  
   - **Attribute Bonuses:** +15 to Strength, +15 to Speed, +10 to Ki  
   - **Ki Drain:** 10 Ki per turn (after the first 3 turns)

- **Description:**  
   The **Super Saiyan 2** transformation is visibly similar to the original Super Saiyan form but with even more intense aura and electrical surges surrounding the character. The character’s combat prowess is significantly enhanced, allowing them to fight at lightning speed and with greater destructive power.

##### **5.1.4 Super Saiyan 3 (SSJ3):**

**Super Saiyan 3** is the most powerful form that a Saiyan can achieve without external training or assistance. It provides a massive Power Level boost but at the cost of high Ki consumption, making it difficult to maintain for long periods.

- **Prerequisite:**  
   - A Power Level of **1,000,000** or higher.  
   - Mastery of Super Saiyan 2. This form requires deep focus and significant energy reserves.

- **Activation:**  
   - The character must succeed on a **Control check** (DC 20). Due to the immense power required to maintain this form, failing the check results in immediate **Ki exhaustion** (losing half of their Ki pool).

- **Effect:**  
   - **Power Level Multiplier:** x400  
   - **Attribute Bonuses:** +25 to Strength, +20 to Speed, +15 to Ki  
   - **Ki Drain:** 20 Ki per turn (after the first 2 turns)

- **Description:**  
   **Super Saiyan 3** is a dramatic transformation, characterized by the Saiyan’s hair growing long and wild, and their aura becoming overwhelmingly intense. The form pushes the Saiyan to the limits of their power, allowing for devastating attacks and feats of strength. However, the high Ki cost makes it difficult to sustain this form for long.

##### **5.1.5 Super Saiyan God and Super Saiyan Blue:**

For campaigns that explore the more advanced transformations seen in **Dragon Ball Super**, Saiyan characters may unlock **Super Saiyan God** and **Super Saiyan Blue** through intense training and unlocking divine Ki.

- **Super Saiyan God:** This transformation multiplies the Saiyan’s base Power Level by **x500** and grants access to divine energy manipulation, reducing the Ki cost of techniques. However, it can only be maintained for short periods.
  
- **Super Saiyan Blue (SSGSS):** The ultimate fusion of divine and Super Saiyan power, multiplying the Power Level by **x1000**. This form combines immense power with greater control over energy, though it still consumes Ki quickly.

---

#### **5.2 Namekian Transformations**

Namekians, though often peaceful, have immense potential for power growth through fusion and spiritual mastery. While Namekians do not transform in the traditional sense like Saiyans, they can achieve **Super Namekian** status and use **Namekian Fusion** to greatly enhance their Power Level.

##### **5.2.1 Namekian Fusion:**

Namekian Fusion is a unique ability that allows a Namekian to permanently fuse with another Namekian, combining their power, techniques, and knowledge. This fusion can provide a massive increase in Power Level and make the character significantly stronger, but it also results in the permanent absorption of the other Namekian’s identity and abilities.

- **Prerequisite:**  
   - The consent of both Namekians involved in the fusion.  
   - Both Namekians must be at least **PL 10,000** for the fusion to be effective.

- **Effect:**  
   - The fused character’s **Power Level** is increased by adding the base Power Level of both Namekians.  
   - The character gains all techniques known by the absorbed Namekian.  
   - The fusion is permanent, and the fused character’s personality may be influenced by the absorbed Namekian’s traits and memories.

- **Description:**  
   After fusing, the resulting Namekian becomes a single, more powerful warrior, with enhanced physical abilities and Ki control. This technique has been used throughout Namekian history to create powerful warriors capable of protecting their people from great threats.

##### **5.2.2 Super Namekian:**

A **Super Namekian** is a Namekian who has unlocked their full potential through intense spiritual training and mastery of their Ki. This transformation increases the character’s Power Level significantly, making them far stronger than most other warriors. Super Namekians focus on improving their Ki control and durability, making them formidable in battle.

- **Prerequisite:**  
   - A Power Level of **200,000** or higher.  
   - Completion of intense spiritual training (which may be part of a campaign arc).

- **Activation:**  
   - A successful **Control check** (DC 15) allows the Namekian to unlock their **Super Namekian** form. No emotional trigger is required, as this transformation is more about spiritual balance and mastery.

- **Effect:**  
   - **Power Level Multiplier:** x30  
   - **Attribute Bonuses:** +10 to Ki, +15 to Durability, +5 to Strength  
   - **Ki Drain:** 3 Ki per turn (relatively low due to the Namekian’s control over their energy).

- **Description:**  
   A **Super Namekian** retains the serene, composed demeanor of a Namekian warrior, but their power is exponentially increased. Their durability is especially noteworthy, allowing them to absorb and withstand heavy attacks while maintaining powerful Ki techniques.

---

#### **5.3 Arcosian (Frieza’s Race) Transformations**

Arcosians, like Frieza and his family, have an innate ability to suppress or amplify their power through various forms. Each form provides them with greater control over their power, allowing them to switch between weaker, energy-conserving states and full-power forms that unleash their full potential. Arcosians also have the ability to unlock the **Golden Form**, which grants them near-unparalleled power in combat.

##### **5.3.1 Suppressed Form:**

The **Suppressed Form** is an Arcosian’s default, lower-power state. In this form, they keep**their Power Level and energy consumption under control, appearing much weaker than they actually are. This form allows Arcosians to hide their true strength and conserve energy until they choose to reveal their full potential.**

- **Prerequisite:**  
  None. All Arcosians naturally start in their suppressed form.

- **Effect:**  
  - **Power Level Reduction:** Power Level is reduced by **90%** while in this form.  
  - **No Ki Drain:** There is no Ki drain in the suppressed form, allowing the Arcosian to conserve their energy.

- **Description:**  
  In this form, an Arcosian looks relatively small and non-threatening compared to their true form. However, they can still fight effectively while keeping their true power hidden. This form is often used to lull opponents into underestimating them before they unleash their full power.

---

##### **5.3.2 True Form:**

An Arcosian’s **True Form** is their natural, fully powered state, where they reveal their real strength and abilities. This transformation significantly increases their Power Level and combat prowess, allowing them to fight at full capacity.

- **Prerequisite:**  
  - A Power Level of **100,000** or higher.  
  - The Arcosian must first enter their **suppressed form** before transforming into their true form.

- **Activation:**  
  The transformation into the **True Form** requires one turn to complete, during which the Arcosian can be attacked, though they may still defend themselves.

- **Effect:**  
  - **Power Level Multiplier:** x10 (restores the Arcosian’s full base Power Level)  
  - **Attribute Bonuses:** +10 to Strength, +10 to Speed, +10 to Durability  
  - **No Ki Drain:** There is no passive Ki drain in the true form, making it an energy-efficient form to maintain.

- **Description:**  
  When an Arcosian transforms into their true form, they reveal a much more powerful and imposing figure. Their physical appearance becomes more intimidating, and their attacks become far more destructive. In this state, an Arcosian is a dangerous opponent capable of overwhelming most enemies.

---

##### **5.3.3 Final Form (Full Power):**

The **Final Form** is an extension of the Arcosian’s true form, where they push their power to its absolute limit without suppressing any of their abilities. In this state, their combat abilities are heightened, but maintaining this form requires precise Ki management.

- **Prerequisite:**  
  - A Power Level of **500,000** or higher.  
  - Mastery of the True Form (must have used True Form in at least 5 significant battles).

- **Activation:**  
  The Arcosian must succeed on a **Control check** (DC 18) to fully unlock their **Final Form**. If they fail, they remain in their True Form but may attempt again on their next turn.

- **Effect:**  
  - **Power Level Multiplier:** x25  
  - **Attribute Bonuses:** +20 to Strength, +20 to Speed, +15 to Ki  
  - **Ki Drain:** 8 Ki per turn after the first 3 turns

- **Description:**  
  In the **Final Form**, an Arcosian’s body becomes sleek and streamlined, reflecting their heightened speed and agility. They become immensely powerful, capable of overwhelming even the strongest foes. This form allows them to strike faster and hit harder while still controlling their energy output effectively.

---

##### **5.3.4 Golden Form:**

The **Golden Form** is the pinnacle of Arcosian power, offering a massive boost to their abilities at the cost of rapid Ki depletion. In this form, an Arcosian gains a golden glow and becomes incredibly powerful, capable of standing against even the mightiest foes. However, maintaining this form for long periods is a challenge due to the high Ki drain.

- **Prerequisite:**  
  - A Power Level of **1,500,000** or higher.  
  - The Arcosian must undergo intense training to unlock this form, which may be part of a narrative quest or training arc.

- **Activation:**  
  The character must succeed on a **Control check** (DC 20) to transform into the **Golden Form**. A failed check results in significant Ki loss (10% of their Ki Pool) and prevents them from attempting the transformation again for the remainder of the battle.

- **Effect:**  
  - **Power Level Multiplier:** x100  
  - **Attribute Bonuses:** +30 to Strength, +25 to Speed, +20 to Ki  
  - **Ki Drain:** 15 Ki per turn (after the first 2 turns)

- **Description:**  
  The **Golden Form** transforms an Arcosian into a shining, golden version of their final form, radiating intense energy and power. Their attacks become devastating, and their speed and strength increase dramatically. However, this form drains Ki quickly, so it must be used strategically to avoid burning out too soon.

---

#### **5.4 Other Race Transformations and Power Growth**

While **Saiyans**, **Namekians**, and **Arcosians** have their iconic transformations, other races, such as **Humans** and **custom alien species**, also experience significant power growth, though not necessarily through traditional transformations. These characters often unlock new levels of strength through intense training, technological enhancements, or unique abilities.

##### **5.4.1 Human Growth:**

Humans do not have the same type of physical transformations as Saiyans or Arcosians, but they can still achieve immense power through **Ki Mastery** and technological advancements. Humans rely on their adaptability and resourcefulness to increase their power, making them highly effective in both combat and strategic roles.

- **Ki Mastery:**  
  Humans can increase their Ki control through training, reducing the cost of techniques and enhancing the power of their energy attacks. Over time, a human character can rival other races by perfecting their Ki usage.

- **Technological Enhancements:**  
  Humans may also use advanced technology to enhance their abilities. This could include **advanced battle armor**, **weaponry**, or even **cybernetic implants** that increase their Strength, Speed, or Ki capacity.

- **Training Arc Power Boosts:**  
  A human character who undergoes extensive training (e.g., a gravity chamber or hyperbolic time chamber equivalent) can increase their Power Level significantly, allowing them to keep pace with races that rely on transformations.

---

#### **5.5 Transformation Exhaustion and Risks**

While transformations provide incredible power boosts, they also come with inherent risks, primarily in the form of **Ki exhaustion** and **transformation fatigue**. Maintaining a transformed state for too long can deplete a character’s energy reserves, leaving them vulnerable.

##### **Ki Exhaustion:**

Characters who deplete their Ki while transformed will immediately revert to their base form and suffer **transformation exhaustion**. This condition severely reduces their combat effectiveness for the remainder of the battle.

- **Effects of Ki Exhaustion:**  
  - Reversion to base form.  
  - **-5 penalty to all attributes** for the rest of the battle.  
  - Inability to transform again until a full rest period is completed.

##### **Transformation Fatigue:**

Even if a character doesn’t run out of Ki entirely, maintaining a high-level transformation for too long can result in **transformation fatigue**. After a certain number of turns (depending on the transformation), the character may begin to suffer from exhaustion, reducing their effectiveness.

- **Example:**  
  A character in **Super Saiyan 3** may begin to experience fatigue after 5 turns, losing **2 points from their Speed and Strength** for each subsequent turn they remain transformed. This encourages players to use their transformations wisely, timing them for maximum impact.

---

### **Conclusion of Chapter 5: Transformations**

In **DBZ: Ascension**, transformations are central to character progression and combat strategy. Whether it’s the explosive power of a Saiyan’s Super Saiyan forms, the fusion and spiritual mastery of Namekians, or the controlled transformations of Arcosians, each race has a unique way of increasing their power and achieving new heights of strength.

Understanding how and when to use transformations is key to maximizing their effectiveness while managing the risks of Ki exhaustion and fatigue. Characters should train diligently, master their transformations, and time their power-ups carefully to overcome the toughest challenges in the DBZ universe.

This concludes **Chapter 5: Transformations** of the player’s handbook.

### **Chapter 6: Special Combat Mechanics**

---

The combat system in **DBZ: Ascension** is designed to be fluid, dynamic, and full of cinematic moments that replicate the iconic battles of the **Dragon Ball Z** universe. Beyond the core mechanics of attack, defense, and transformations, there are several **special combat mechanics** that add layers of depth and strategy to combat encounters. These mechanics allow for more intense battles, with unique features such as **beam struggles**, **team attacks**, **environmental destruction**, and **instantaneous movement**. 

In this chapter, we’ll explore the advanced mechanics that can take your combat experience to the next level.

---

#### **6.1 Beam Struggles**

One of the most iconic aspects of **Dragon Ball Z** battles is the dramatic clashes between energy beams, known as **beam struggles**. In these moments, two characters unleash their energy attacks simultaneously, leading to a contest of strength and Ki control to determine who will overpower the other.

##### **6.1.1 Initiating a Beam Struggle:**

A beam struggle begins when two characters use powerful energy techniques (like **Kamehameha** or **Galick Gun**) at the same time or in response to each other. The GM may also initiate a beam struggle if two characters fire energy blasts at each other in the same turn.

- **Triggering a Beam Struggle:**
  - Both players declare their intent to use an energy attack. If both attacks are Ki-based, the GM may declare a beam struggle.
  - Techniques must be of similar power levels (e.g., both Advanced or Ultimate Techniques) for a true beam struggle to occur.

##### **6.1.2 Beam Struggle Resolution:**

Once a beam struggle begins, each character rolls a **Ki Attack Roll** to determine the initial strength of their attack. The roll uses **Ki + Control + 1d20**.

- **Example:**
  - A Saiyan using **Kamehameha** (Ki 8, Control 7) rolls a **1d20** and gets a 15. Their total roll is **8 (Ki) + 7 (Control) + 15 (roll) = 30**.
  - An Arcosian using **Death Beam** (Ki 9, Control 6) rolls a **1d20** and gets an 18. Their total roll is **9 (Ki) + 6 (Control) + 18 (roll) = 33**.

The initial difference between the two rolls sets the **starting advantage** in the beam struggle.

##### **6.1.3 Adding Ki to the Beam Struggle:**

Both players may choose to add extra Ki to their energy attack to try and overpower their opponent. For each **5 Ki** spent, a player adds +1 to their roll.

- **Example:**
  - After the initial roll, the Arcosian has an advantage of 3 points (33 vs. 30). The Saiyan decides to add **10 Ki** to their attack, raising their total roll to 32. The Arcosian chooses to add **5 Ki**, raising their total to 34.

##### **6.1.4 Struggle Continuation:**

Beam struggles can last multiple turns if both players continue to pump Ki into their attacks. At the start of each turn during a beam struggle, both characters roll again, repeating the same process of adding Ki to try and gain the upper hand.

##### **6.1.5 Resolving the Struggle:**

A beam struggle ends when one player decides to stop adding Ki or fails to match the opponent’s roll. The winner overpowers the loser, dealing the full damage of their technique to the opponent, while the losing character takes half the damage of their own technique due to the rebound of energy.

- **Example:**
  - If the Saiyan’s **Kamehameha** deals 50 damage and the Arcosian’s **Death Beam** deals 45, the final winner’s full damage is applied to the opponent, and the losing character takes **22 damage** from the recoil of their own technique.

---

#### **6.2 Environmental Destruction**

In **DBZ: Ascension**, combat is not limited to direct attacks on opponents. Characters with immense power can also destroy the environment around them, using terrain features to their advantage or even causing widespread destruction. Environmental destruction can impact the battlefield and create new strategic opportunities or challenges.

##### **6.2.1 Destroying the Environment:**

Certain techniques, particularly high-level Ki blasts or physical attacks, can deal damage to the environment. When a character uses an attack with enough destructive power, the GM may declare that part of the environment has been damaged or destroyed.

- **Examples of Destructible Elements:**
  - **Buildings**: Characters may collapse buildings by directing powerful attacks at them.
  - **Mountains/Rocks**: Attacks like **Destructo Disk** or **Final Flash** may cleave through solid terrain, turning it into rubble.
  - **Lakes/Oceans**: Energy blasts may evaporate or explode bodies of water, causing tidal waves or craters.

##### **6.2.2 Environmental Hazards:**

Once the environment has been damaged or destroyed, it can create hazards for characters in the area. These hazards may include:

- **Debris Fields**: Falling debris can deal damage to characters in the area. The GM can roll for debris damage, which may deal minor damage (typically 1d6 or 2d6) depending on the size of the debris.
- **Obscured Vision**: Smoke, dust, or rubble from destroyed structures may obscure characters’ vision, imposing penalties on attack rolls and dodge rolls.
- **Craters and Terrain Changes**: Massive attacks may create craters or shift the terrain, affecting movement and creating areas of difficult terrain that slow characters down.

##### **6.2.3 Using the Environment to Your Advantage:**

Destruction isn’t always bad—sometimes it can be used strategically. Clever players can turn environmental destruction into a tool by causing collapses or creating barriers.

- **Example Uses:**
  - **Cave-Ins**: A player may aim a powerful Ki blast at a cave ceiling to cause a collapse, blocking an enemy’s escape route.
  - **Natural Barriers**: A player may use rocks, rubble, or destroyed buildings as cover, gaining a bonus to defense rolls or blocking line of sight for ranged attacks.

---

#### **6.3 Instant Transmission and High-Speed Movement**

**Instant Transmission** and high-speed movement techniques are common in the DBZ universe, allowing characters to move instantaneously across vast distances. In **DBZ: Ascension**, these techniques provide characters with incredible tactical flexibility, allowing them to evade attacks, reposition themselves, or even teleport behind enemies.

##### **6.3.1 Instant Transmission (IT):**

**Instant Transmission** is an advanced technique that allows a character to teleport instantly from one location to another, provided they can sense the Ki of their destination. It is a highly versatile technique but requires precise Ki control to execute.

- **Prerequisite:**  
  - A character must have mastered **Ki Sensing** to use Instant Transmission. This can be a class feature or an ability learned through intense training.

- **Activation:**  
  - The character makes a **Control check** (DC 15). Success allows the character to teleport to any location within their line of sight or to any place where they can sense a familiar Ki signature.

- **Effect:**  
  - Instant Transmission allows the character to move instantly, avoiding opportunity attacks and ignoring terrain obstacles.
  - The character may teleport up to **500 meters** in combat or any known location if they are out of combat.
  - **Ki Cost:** 15 Ki per use.

##### **6.3.2 High-Speed Movement:**

Characters with high Speed attributes can perform **high-speed movement**, which allows them to cover great distances in a single turn or dodge attacks by moving faster than the eye can see. Unlike Instant Transmission, this movement is physical and can be tracked by an experienced opponent.

- **Effect:**  
  - Characters with **Speed 10 or higher** can use high-speed movement to cover distances of up to **100 meters** in a single turn.
  - High-speed movement can be used to dodge ranged attacks with a **+5 bonus** to dodge rolls, as long as the character’s Speed is at least 5 points higher than the attacker’s.
  - **Ki Cost:** 5 Ki per use (optional for extended movement).

---

#### **6.4 Team Attacks and Combined Techniques**

In **DBZ: Ascension**, teamwork can be the key to overcoming powerful enemies. Characters may combine their techniques to unleash devastating **team attacks** or enhance each other’s abilities. These team maneuvers are often used against stronger opponents, allowing players to multiply their damage or combine their strengths for greater effect.

##### **6.4.1 Team Attack Mechanics:**

When two or more characters decide to combine their attacks, they must coordinate their actions to ensure success. Each character contributes Ki, strength, or energy to the combined attack, making it more powerful than their individual efforts.

- **Initiating a Team Attack:**  
  - All players involved in the team attack declare their intent at the start of the turn.
  - Each player makes an **attack roll** using their **Ki or Strength**, adding their bonuses as usual.
  - All successes are combined into a single damage total. Any failures may still contribute partial damage but will not add to the overall total.

- **Example:**  
  - A Saiyan and a Human team up to unleash a combined **Kamehameha** and **Destructo Disk**. They both roll for their attack, and if both succeed, the damage from both techniques is added together and applied to the target.

#####**6.4.2 Success and Failure in Team Attacks:**

When performing a team attack, the success of each individual attack roll contributes to the overall effectiveness of the combined technique. If one player fails their attack roll, it doesn’t negate the entire team attack, but it may reduce the overall damage output or effectiveness.

- **Example of Success:**  
  - Two characters, one using a **Kamehameha** (20 Ki) and another using a **Masenko** (15 Ki), both roll to hit. The Kamehameha user rolls 22, and the Masenko user rolls 18. Both attacks hit, and their combined damage totals 60 (40 from Kamehameha + 20 from Masenko).
  
- **Example of Partial Success:**  
  - In the same scenario, if the Masenko user misses (rolls below the target’s defense), only the **Kamehameha** hits, dealing its full 40 damage, while the Masenko user contributes nothing to the damage.

##### **6.4.3 Combined Ultimate Techniques:**

If multiple characters possess **Ultimate Techniques**, they can combine them for a truly devastating attack. These combined attacks deal significantly more damage but require a high level of coordination and preparation.

- **Requirements for Combined Ultimate Techniques:**
  - All participants must spend **two turns preparing** the attack, focusing their Ki and synchronizing their energy.
  - Each participant must make a successful **Control check** (DC 15). Failing this check means the character can still contribute to the attack, but they will deal reduced damage (half of their normal Ultimate Technique damage).

- **Damage Output:**
  - The combined damage from multiple Ultimate Techniques is multiplied by 1.5x, representing the amplified power of teamwork.
  
- **Example:**  
  - Two characters, one using **Final Flash** (Ultimate, 50 damage) and the other using **Spirit Bomb** (Ultimate, 70 damage), successfully combine their attacks. Their combined damage totals **180** (120 from both techniques, multiplied by 1.5). This combined technique can obliterate most enemies or severely weaken even the strongest foes.

---

#### **6.5 Desperation Moves**

When a character is on the verge of defeat, they may tap into their last reserves of strength or Ki to unleash a **desperation move**. These moves are high-risk, high-reward techniques used when a character is low on HP or Ki, and they represent a final, all-or-nothing effort to turn the tide of battle.

##### **6.5.1 Triggering a Desperation Move:**

A desperation move can only be used when a character’s **HP drops below 20%** or their **Ki falls below 10%**. These moves can be incredibly powerful but often come at a great cost to the character’s health or energy.

- **Activation:**  
  - A character declares their intent to use a desperation move when they are on the verge of defeat. They must make a **Control check** (DC 20) to successfully execute the technique.  
  - A failed Control check results in the character losing their next turn as they exhaust themselves, unable to muster the energy to perform the move.

##### **6.5.2 Effects of Desperation Moves:**

Desperation moves can take many forms, from an overcharged energy blast to a last-ditch melee attack or even an **emergency transformation**. The effects depend on the character’s race, abilities, and narrative circumstances.

- **Example Desperation Moves:**
  - **Saiyan Overload**: A Saiyan unleashes all their remaining Ki in one massive energy explosion, dealing **x2 damage** to all enemies within a 50-meter radius but reducing the Saiyan’s HP to 1 after the attack.
  - **Namekian Last Stand**: A Namekian regenerates to full health once, sacrificing all their Ki in the process. They cannot use Ki-based attacks for the rest of the battle.
  - **Arcosian Fury**: An Arcosian forcibly transforms into their **Final Form**, even if they don’t meet the usual requirements. However, they suffer **-5 to all Control checks** for the rest of the fight due to the strain of the forced transformation.

##### **6.5.3 Risks of Desperation Moves:**

While desperation moves can deal significant damage or provide a second wind in combat, they often leave the character severely weakened afterward. In some cases, the character may lose consciousness or suffer permanent consequences if the move is particularly risky.

- **Example Risks:**
  - A character who uses a desperation move may suffer a **temporary penalty** to one or more attributes (such as -2 to Strength or Ki) until they can recover fully.
  - In extreme cases, the GM may rule that the character is incapacitated after using the move, requiring medical treatment or regeneration to be restored to full strength.

---

#### **6.6 Counterattacks and Defensive Maneuvers**

In **DBZ: Ascension**, combat isn’t just about offense. Defensive tactics and counterattacks can turn the tide of battle by allowing characters to dodge, block, or even turn their opponent’s strength against them. Knowing when to defend or counter is crucial for survival, especially when facing powerful enemies.

##### **6.6.1 Counterattacks:**

A **counterattack** allows a character to react to an enemy’s attack by launching their own strike immediately after successfully dodging or blocking. Counterattacks require precise timing and high Speed or Control.

- **Triggering a Counterattack:**  
  - A character must first succeed in either a **Dodge Roll** or a **Block Roll** against an opponent’s attack. If successful, they may immediately declare a counterattack.
  - The counterattack is rolled with a **+2 bonus** to the attack roll, representing the advantage gained by catching the opponent off-guard.

- **Ki Counterattacks:**  
  - Certain techniques allow for **Ki-based counterattacks**, where the defender uses Ki to redirect or absorb the opponent’s energy attack and fire it back.
  - **Example**: A character may use a technique like **Energy Reflection** to absorb part of an incoming Ki blast and send it back toward the opponent with **half the original damage**.

##### **6.6.2 Defensive Techniques:**

In addition to dodging and blocking, characters can use specialized defensive techniques to protect themselves or their allies from damage.

- **Energy Shields:**  
  - Characters with strong Ki control can create **energy shields** that absorb incoming damage. These shields have a Ki cost and can be maintained for several turns as long as the character has enough energy.
  - **Effect**: An energy shield absorbs up to **10 damage per turn** and costs **10 Ki** per turn to maintain. It can be extended to cover allies within close range.

- **Deflection:**  
  - Characters with advanced Ki control or physical prowess may use **deflection techniques** to redirect incoming attacks, either sending them back to the attacker or toward a different target.
  - **Effect**: A successful deflection requires a **Control check** (DC 18) or a **Strength check** (DC 20) for physical attacks. If successful, the attack is redirected at a new target.

##### **6.6.3 Using the Environment for Defense:**

As discussed earlier in **Section 6.2**, characters can also use the environment as a defensive tool. By destroying part of the terrain, they can create barriers or take cover behind debris, reducing the effectiveness of enemy attacks.

- **Example**: A character may destroy part of a wall and take cover behind it, gaining **+2 to defense rolls** as long as the wall remains intact.

---

### **Conclusion of Chapter 6: Special Combat Mechanics**

In **DBZ: Ascension**, special combat mechanics such as **beam struggles**, **environmental destruction**, **instant transmission**, and **team attacks** elevate the combat experience, making battles more tactical, intense, and memorable. These mechanics allow players to think creatively and use their characters’ abilities in dynamic ways, turning every combat encounter into a cinematic event.

Mastering these advanced techniques and knowing when to use defensive maneuvers, counterattacks, or desperation moves will give players an edge in battle. By combining their knowledge of basic combat mechanics with these special abilities, players can unleash their full potential and create epic moments in their adventures.

This concludes **Chapter 6: Special Combat Mechanics** of the player’s handbook.

---


### **Chapter 7: Training and Power Growth**

---

In **DBZ: Ascension**, characters experience continuous growth and evolution as they fight stronger enemies, undergo intense training, and unlock new abilities. This chapter explores how characters can grow their **Power Level**, increase their attributes, and unlock new techniques through **training**, **combat experience**, and **narrative progression**. The process of growth reflects the exponential rise in power seen in the **Dragon Ball Z** universe, where characters constantly strive to break their limits.

---

#### **7.1 Training Camps**

Training is a key part of a character’s progression in **DBZ: Ascension**. Through dedicated training sessions, characters can improve their attributes, increase their Power Level, and unlock new techniques. Training can take many forms, including solo practice, sparring with other characters, or undergoing rigorous training under the guidance of a mentor or in a specialized location.

##### **7.1.1 Types of Training:**

There are various types of training that characters can undergo, each with different effects on their attributes and Power Level.

1. **Strength Training:**  
   Focused on increasing a character’s physical power, Strength training involves heavy lifting, physical conditioning, and intense sparring.

   - **Effect:** After a set period of training, the character gains a permanent **+1 to Strength**. Repeated training sessions can continue to improve Strength, though the gains become more difficult at higher levels.

2. **Speed Training:**  
   Speed training focuses on increasing a character’s agility, reflexes, and ability to move faster in combat. This may involve sprinting drills, dodging practice, or high-intensity reflex training.

   - **Effect:** After completing Speed training, the character gains **+1 to Speed**. As with Strength, higher Speed levels require more intense training for further gains.

3. **Ki Control Training:**  
   For characters who rely heavily on Ki-based techniques, Ki Control training improves their ability to manage and channel their energy more efficiently. This can be done through meditation, focused Ki blasts, or specialized energy manipulation exercises.

   - **Effect:** The character gains **+1 to Control**, making their Ki attacks more accurate and reducing the cost of techniques by 1 Ki point for advanced techniques.

4. **Durability Training:**  
   Durability training focuses on improving a character’s ability to withstand damage. It may involve endurance exercises, physical conditioning, or sparring with stronger opponents to toughen the character’s body.

   - **Effect:** The character gains **+1 to Durability**, allowing them to absorb more damage in combat. This also increases their overall HP.

5. **Technique Mastery Training:**  
   Characters can train to master specific techniques, allowing them to reduce the Ki cost, increase damage, or add new effects to their attacks. This type of training is highly focused and requires the character to dedicate time to refining a single technique.

   - **Effect:** The chosen technique gains a permanent improvement, such as reduced Ki cost by 2 points or increased damage by 10%. 

##### **7.1.2 Training Locations:**

Certain locations in the **DBZ: Ascension** universe are known for offering unique training benefits. Training in specialized areas can accelerate Power Level growth or provide access to advanced techniques.

1. **Hyperbolic Time Chamber:**  
   The **Hyperbolic Time Chamber** allows characters to train for a full year in just one day. This intense training location is ideal for rapid growth but can only be accessed a limited number of times.

   - **Effect:** Training in the Hyperbolic Time Chamber provides **double the attribute gains** and **a significant boost to Power Level**, but characters can only spend one in-game day per campaign inside the chamber. Overuse of the chamber can cause mental strain and physical exhaustion.

2. **Gravity Chambers:**  
   Training in a **Gravity Chamber** allows characters to adjust the gravity to extreme levels, forcing them to fight and train under immense pressure. Gravity Chamber training is often used by Saiyans and other physically powerful races.

   - **Effect:** Characters who train in a Gravity Chamber gain **+2 to Strength or Speed** for the duration of their training but suffer **-2 to their rolls** during the first combat session after exiting the chamber due to the strain on their bodies.

3. **Master’s Dojo:**  
   Training under a specific **Master** (such as a Namekian Elder, Saiyan Elite, or Human Martial Arts Master) can provide access to **signature techniques** or bonuses to specific attributes. Masters often challenge their students with intense trials and tests of skill.

   - **Effect:** Training under a master unlocks a **new technique** or provides a significant boost to a specific attribute (e.g., **+3 to Control** when training under a Ki Master).

---

#### **7.2 Power Growth Rate**

As characters progress through their adventures, their **Power Level** will increase, reflecting their growth as warriors and energy manipulators. Power growth in **DBZ: Ascension** is designed to be **exponential**, meaning that the more a character trains and battles, the faster their Power Level rises.

##### **7.2.1 Power Level Benchmarks:**

Characters’ Power Levels are divided into tiers that represent different stages of growth. Each tier requires a combination of training, combat experience, and narrative progression to achieve.

1. **Early Growth (PL 0 – 100,000):**  
   - During this phase, characters will experience steady Power Level increases from training and combat. New players typically start in this tier.  
   - **Growth Rate:** Characters can expect to gain **500 – 5,000 Power Level** per session, depending on the intensity of battles and training.  
   - **Example Events:** Unlocking basic techniques, gaining initial combat experience, and undergoing basic training sessions.

2. **Mid-Level Growth (PL 100,000 – 1,000,000):**  
   - Characters begin to unlock powerful transformations and advanced techniques in this phase. Training becomes more focused, and combat encounters become more challenging.  
   - **Growth Rate:** Power Level increases range from **5,000 – 50,000 per session**, depending on the difficulty of battles and the narrative stakes.  
   - **Example Events:** Unlocking Super Saiyan, fusing with another character, or discovering new techniques from ancient masters.

3. **High-Level Growth (PL 1,000,000+):**  
   - At this stage, characters are among the strongest beings in the universe. They face galaxy-spanning threats and can unlock the most advanced forms of their power, including Ultimate Techniques and the highest-level transformations.  
   - **Growth Rate:** Power Level growth in this phase ranges from **50,000 – 500,000 per session**, reflecting the exponential nature of power scaling.  
   - **Example Events:** Unlocking Ultimate Techniques, defeating major antagonists, or undergoing universe-altering training (e.g., training with gods or in other dimensions).

##### **7.2.2 Power Level and Narrative Progression:**

Power Level growth is not purely based on combat and training—it is also tied to **narrative progression**. Key story moments, such as overcoming a powerful villain, experiencing a near-death event, or achieving personal growth, can result in significant Power Level boosts.

- **Example Narrative Boosts:**
  - **Near-Death Experiences (Saiyan Zenkai Boost):** Saiyan characters gain an immediate **10% increase in Power Level** after recovering from a near-death experience. This Zenkai Boost can only occur after significant injuries and may be limited by the GM to avoid overuse.
  - **Personal Story Arc Completion:** Characters who complete a major personal quest or resolve an inner conflict may receive a **bonus Power Level increase** (e.g., 20,000 PL) as a reward for their narrative progression.

##### **7.2.3 Exponential Power Scaling:**

As characters grow stronger, their Power Level increases exponentially. This means that once characters reach higher Power Levels, their growth accelerates, allowing them to take on more powerful foes and unlock new abilities at a faster rate.

- **Example of Exponential Growth:**  
  - A character with a base Power Level of **50,000** may increase their Power Level by **5,000** after a single session. However, once their Power Level reaches **500,000**, their gains may jump to **50,000 per session**, reflecting their increased ability to grow from high-level combat and intense training.

---

#### **7.3 Unlocking New Techniques and Abilities**

As characters grow in Power Level and experience, they will unlock new **techniques** and abilities that reflect their progression. These abilities may be tied to combat, Ki manipulation, or even special racial traits.

##### **7.3.1 Basic Technique Growth:**

As characters train and grow, their **basic techniques** become stronger and more refined. For example, a **Ki Blast** may evolve into a more powerful energy wave, or a **Melee Strike** may gain added effects like stunning an opponent or knocking them back.

- **Example of Technique Evolution:**
  - **Ki Blast** → **Explosive Ki Wave**: Deals more damage and affects a larger area of the battlefield, hitting multiple enemies.  
  - **Melee Strike** → **Crushing Blow**: In addition to dealing damage, this technique knocks the target back or has a chance to stun them.

##### **7.3.2 Unlocking Advanced and Ultimate Techniques:**

As characters reach higher Power Levels, they will unlock **Advanced Techniques** (such as **Kamehameha** or **Special Beam Cannon**) and **Ultimate Techniques** (such as **Spirit Bomb** or **Final Flash**). These powerful abilities require intense focus and Ki management to use but can drastically change the flow of battle.

- **7.3.2 Unlocking Advanced and Ultimate Techniques** (continued):

- **Advanced Techniques:**  
   These are powerful Ki-based or physical abilities that require more skill and Ki to use than basic techniques. Characters can unlock advanced techniques as they reach specific Power Levels or after completing intensive training.

   - **Example Advanced Techniques:**
     - **Kamehameha** (Ki Specialist/Elite Fighter): A powerful energy beam that deals massive damage at the cost of significant Ki.  
     - **Destructo Disk** (Human/Tactician): A razor-sharp energy disk that can slice through almost any defense, dealing high damage and ignoring armor or shields.

   - **Prerequisites for Advanced Techniques:**  
     To unlock an advanced technique, characters typically need to reach a specific Power Level (e.g., 50,000 PL) or complete a training arc under a skilled master. Advanced techniques also have higher Ki costs, so players must balance their Ki usage carefully in battle.

- **Ultimate Techniques:**  
   Ultimate Techniques are the most powerful attacks available to characters, often with devastating effects on the battlefield. These techniques usually require extensive training, mastery of Ki, and the character to reach a high Power Level (e.g., 100,000+ PL). Using an Ultimate Technique can turn the tide of a battle, but it often comes with high Ki costs and the risk of leaving the character vulnerable afterward.

   - **Example Ultimate Techniques:**
     - **Spirit Bomb** (Ki Specialist): A massive energy attack that draws power from surrounding life forces. This technique requires several turns to charge and a large amount of Ki but can obliterate most opponents.  
     - **Final Flash** (Saiyan/Elite Fighter): A high-power energy beam that deals devastating damage in a straight line, obliterating anything in its path.

   - **Prerequisites for Ultimate Techniques:**  
     Characters need to reach very high Power Levels (e.g., 500,000+ PL), undergo significant training, and potentially complete narrative arcs to unlock their Ultimate Techniques. In addition, Ultimate Techniques often take several turns to charge or require specific conditions (e.g., the **Spirit Bomb** needs energy drawn from others).

##### **7.3.3 Custom Techniques:**

In addition to the predefined techniques, characters can create their own **custom techniques** as they progress. Custom techniques allow for unique playstyles and can be tailored to fit a character’s specific strengths and weaknesses.

- **Creating a Custom Technique:**
   - The player and GM work together to define the effect, range, Ki cost, and prerequisites for the custom technique.  
   - The custom technique should be balanced in terms of damage output, utility, and Ki cost. Characters may unlock their custom technique after reaching a certain Power Level or completing training.
   - **Example Custom Technique:**  
     - **Explosive Flame Fist**: A character channels their Ki into a melee attack, creating an explosion on impact. Deals melee damage + Ki-based area damage (20 points) to nearby enemies. Ki cost: 20.

---

#### **7.4 Near-Death Power Growth (Saiyan Zenkai Boost)**

For **Saiyan** characters, experiencing near-death moments often leads to significant growth in Power Level. This mechanic reflects the Saiyan race's ability to tap into newfound strength after recovering from serious injuries. The **Zenkai Boost** offers a powerful way for Saiyan characters to rapidly increase their Power Level but comes with the inherent risk of being on the brink of death.

##### **7.4.1 Triggering a Zenkai Boost:**

A **Zenkai Boost** occurs when a Saiyan character is reduced to **10% or less of their HP** during a battle and survives. After the battle, the character receives a **significant Power Level increase** upon recovery.

- **Zenkai Boost Effect:**  
   - When the character recovers from their near-death experience, they receive a **10% boost to their Power Level**, in addition to any other growth from the battle.  
   - **Example:** A Saiyan with a Power Level of 200,000 is reduced to 5 HP (out of 100 HP) during a fight. After recovering, their Power Level increases by 20,000, bringing their total Power Level to 220,000.

##### **7.4.2 Zenkai Limitations:**

While Zenkai Boosts provide rapid growth for Saiyan characters, they cannot be exploited repeatedly in a short period. The GM may impose limitations to prevent players from deliberately seeking near-death experiences too often.

- **Zenkai Recovery Time:**  
   After receiving a Zenkai Boost, the character must rest and recover fully before experiencing another Zenkai Boost. This may take several in-game days or sessions.
- **GM Limitation:**  
   The GM may restrict how often Zenkai Boosts can occur, especially if it becomes clear that the player is intentionally putting their character in life-threatening situations for the sake of growth.

---

#### **7.5 Narrative-Based Growth and Character Development**

Growth in **DBZ: Ascension** is not solely about training and combat—it is also tied to **narrative progression** and **character development**. Characters who undergo significant personal growth, resolve conflicts, or achieve key goals in the story may receive boosts to their Power Level and attributes as a reward for their development.

##### **7.5.1 Story Arcs and Growth:**

As characters complete story arcs or achieve personal goals, they may experience a surge in power, reflecting their internal growth and newfound confidence or clarity. This form of growth is often tied to **personal quests** or major events in the campaign.

- **Example Story-Based Growth:**  
   - A **Saiyan** who resolves a long-standing rivalry and conquers their inner anger might unlock **Super Saiyan 2**, gaining a massive Power Level boost as part of their emotional breakthrough.
   - A **Human** who discovers the secrets of an ancient martial art may gain a new technique or receive a **permanent attribute bonus** to their Strength or Speed.

##### **7.5.2 Emotional Triggers and Breakthroughs:**

In line with the **Dragon Ball Z** universe, emotional triggers such as intense anger, grief, or love for one’s friends can lead to sudden power breakthroughs. These moments often occur during high-stakes battles or major narrative events, allowing characters to access previously unreachable levels of power.

- **Example Emotional Trigger:**  
   - During a climactic battle, a character witnesses their friend being gravely injured. This emotional surge triggers a **Power Level spike** or unlocks a new transformation (e.g., **Super Saiyan** or **Golden Form** for an Arcosian).
   - Characters who experience an emotional breakthrough may also receive **temporary bonuses** to their attributes or damage output, though this effect may wear off after the emotional moment passes.

---

### **Conclusion of Chapter 7: Training and Power Growth**

In **DBZ: Ascension**, growth and progression are key components of the game, allowing characters to rise from low-level fighters to universe-shaking warriors. By training, battling, and engaging in the narrative, characters can improve their **Power Level**, increase their attributes, and unlock new techniques and transformations. The exponential nature of Power Level growth ensures that players are always chasing new heights, with each battle and story arc bringing them closer to their full potential.

Through a combination of **training**, **combat experience**, and **emotional development**, characters evolve into the ultimate warriors capable of taking on even the most powerful foes. Whether you're a Saiyan seeking to achieve Super Saiyan 3, a Namekian mastering spiritual techniques, or a Human perfecting your Ki control, the path to greatness in **DBZ: Ascension** is one filled with growth, challenge, and reward.

---

This concludes **Chapter 7: Training and Power Growth** of the player’s handbook.

Let me know if you'd like me to continue with the next chapter or explore any other aspect in more detail!

### **Chapter 8: Narrative and Campaign Structure**

---

The **Dragon Ball Z** universe is filled with rich stories, high-stakes conflicts, and intense rivalries that fuel character growth and drive the narrative forward. In **DBZ: Ascension**, the campaign structure is designed to reflect the ebb and flow of a **DBZ saga**, where characters face escalating threats, form powerful alliances, and confront formidable enemies in battles that determine the fate of entire worlds. Whether you want to run a structured **saga campaign**, a competitive **tournament arc**, or an open-world **sandbox**, this chapter provides guidance on crafting engaging campaigns that immerse players in the **DBZ experience**.

---

#### **8.1 Saga Campaigns**

The **Saga Campaign** is the most traditional campaign structure in **DBZ: Ascension**, mirroring the narrative arcs seen in the Dragon Ball Z anime and manga. A saga is defined by a central villain or group of antagonists, building up to a climactic final battle that often involves significant character growth, transformations, and narrative resolution.

##### **8.1.1 Structure of a Saga Campaign:**

A **saga campaign** generally follows the classic storytelling structure of **rising action, climax, and resolution**, where each phase builds upon the last to create a satisfying narrative arc. The key components of a saga campaign are:

1. **Introduction and Setup:**  
   The saga begins by introducing the characters, the world, and the initial conflict. This could be an invasion by a new alien threat, the discovery of a hidden power, or the rise of a powerful antagonist. The players may encounter minor enemies or experience early power growth during this phase.

   - **Example:** A group of Saiyan warriors arrives on Earth seeking to claim the planet for their own. The player characters must rally together to defend their world while training to match the power of the Saiyan invaders.

2. **Rising Action and Encounters:**  
   As the saga progresses, the characters face increasingly difficult challenges, fighting stronger enemies and uncovering more of the antagonist’s plan. During this phase, players may unlock new transformations or abilities, but they may also suffer setbacks, such as being defeated in battle or losing a key ally. This phase should escalate tension and provide opportunities for character development.

   - **Example:** After the initial skirmishes with the Saiyan invaders, the player characters learn that the invaders are working for a far more powerful overlord. The players must train in a gravity chamber to increase their Power Levels before facing this new threat.

3. **Climax – The Final Battle:**  
   The climax of a saga campaign is the ultimate confrontation with the main antagonist or group of enemies. This battle is often where players will use their highest-level transformations and techniques, and it should be a difficult, high-stakes fight. The final battle might take place on a distant planet, inside a crumbling fortress, or amidst the ruins of a city.

   - **Example:** The players confront the overlord in his stronghold on a distant planet. The overlord reveals his final transformation, forcing the players to unleash their most powerful abilities and push their limits to defeat him.

4. **Resolution and Aftermath:**  
   After the final battle, the saga wraps up with the resolution of the story’s key conflicts. Characters may reflect on their growth, receive rewards, or be set up for the next saga. This phase can also introduce new mysteries or challenges that will carry into the next campaign.

   - **Example:** After defeating the overlord, the players return to Earth as heroes, but they receive a mysterious warning about an even greater threat looming on the horizon. This sets up the next saga in the campaign.

##### **8.1.2 Themes of a Saga Campaign:**

Each saga can focus on different themes or conflicts, such as:

- **Rivalry and Personal Growth:** Rivalry between characters or between a hero and an antagonist is a common theme in DBZ. This might involve a former friend turned enemy or a powerful foe who mirrors the protagonist’s strengths and weaknesses.
  
  - **Example:** A Saiyan player character discovers that their long-lost sibling is now a powerful antagonist working for a galactic emperor. This rivalry fuels the story as the characters face off in increasingly intense battles.

- **Redemption:** A powerful villain may seek redemption after being defeated or shown the error of their ways. Characters who once fought against the party may become allies, bringing both tension and potential for growth to the story.

  - **Example:** After a climactic battle, a fallen antagonist, such as a former Saiyan warrior, joins the heroes and helps them fight against a greater threat, seeking redemption for their past actions.

- **Fate of the World:** Many sagas revolve around the fate of entire planets or civilizations. The antagonist’s plans may involve mass destruction, galactic conquest, or the resurrection of an ancient evil that threatens the universe.

  - **Example:** The villain seeks to gather the Dragon Balls to summon Shenron and wish for immortality, forcing the players to stop them before they can realize their goal.

---

#### **8.2 Tournament Campaigns**

One of the most exciting and competitive campaign structures in **DBZ: Ascension** is the **Tournament Arc**, where characters face off against a series of powerful opponents in a structured, competitive environment. This campaign type is ideal for groups that enjoy PvP (Player vs. Player) combat, as well as battles against NPC opponents.

##### **8.2.1 Structure of a Tournament Campaign:**

A **tournament campaign** follows a simple but intense structure, focusing on individual or team battles within the context of a competitive tournament. The tournament is often held in a single location, such as a specialized arena, and can serve as a short campaign or a standalone story arc within a larger saga.

1. **Tournament Announcement and Recruitment:**  
   The campaign begins with the announcement of the tournament, which may offer a valuable prize, such as a wish from the Dragon Balls, an artifact of immense power, or a significant Power Level boost for the winner. Players must decide whether to enter the tournament as individuals or as part of a team.

   - **Example:** A powerful entity announces the **Galactic Martial Arts Tournament**, offering the victor a chance to make a single wish using the Super Dragon Balls.

2. **Preliminary Rounds and Opponent Introductions:**  
   The tournament begins with preliminary rounds, where players face off against weaker opponents or rival NPCs. These rounds serve as warm-up battles, allowing characters to showcase their skills and grow stronger before the final rounds.

   - **Example:** The players face off against alien warriors, mercenaries, or lesser-known martial artists in the early rounds. Each victory brings them closer to the finals.

3. **The Finals – High-Stakes Battles:**  
   The final rounds of the tournament are where the strongest opponents emerge, including rival player characters, powerful NPCs, and perhaps even the tournament organizer or a hidden antagonist. The finals should be designed to push the players to their limits, forcing them to use advanced techniques, transformations, and team strategies to win.

   - **Example:** The final round pits the players against a mysterious fighter who is revealed to be a god of destruction in disguise. The players must work together to defeat this immensely powerful foe and claim victory.

4. **Tournament Conclusion and Aftermath:**  
   After the tournament concludes, the story can continue based on the outcome of the battles. The tournament prize may set the stage for the next campaign, and alliances or rivalries formed during the tournament can influence future events.

   - **Example:** After winning the tournament and receiving their wish, the players are immediately confronted by a new threat: a challenger who seeks revenge for their defeat in the finals, leading to the next arc.

##### **8.2.2 Tournament Mechanics:**

- **PvP Rules:**  
   If the tournament involves PvP combat between players, the GM should establish clear rules for fair play and ensure that battles are balanced. Each player should have the opportunity to showcase their strengths, but the outcome should depend on strategy, technique, and roleplaying rather than luck alone.

- **Matchups and Brackets:**  
   The tournament should be structured with matchups and brackets, similar to a real-world tournament. The GM can randomly assign matchups or allow players to challenge specific opponents. The finals can involve the strongest competitors, with escalating tension as the tournament progresses.

- **Team vs. Team:**  
   Tournaments don’t have to be individual-only. Teams of characters can work together in 2v2 or 3v3 battles, using teamwork and combined techniques to overcome stronger opponents.

---

#### **8.3 Open-World/Sandbox Campaigns**

For groups that prefer a more open-ended style of play, **open-world or sandbox campaigns** allow players to explore a vast universe, uncovering secrets, taking on side quests, and developing their characters at their own pace. These campaigns are less structured than saga or tournament arcs, giving players the freedom to interact with the world in whichever way they choose.

##### **8.3.1 Structure of a Sandbox Campaign:**

An **open-world sandbox** campaign is built around exploration, player agency, and the discovery of new locations, factions, and challenges. The GM provides a rich, detailed world with multiple plot threads, but the players are free to decide which ones to pursue.

1. **World Building and Setup:**  
   The campaign begins with the GM introducing the world or universe. This may include different planets, factions, cities, and key NPCs that the players can interact with. The players are given a broad goal or set of options but are not forced into any particular path.

   - **Example:** The players are spacefaring warriors who travel between planets, solving disputes, taking on missions, and building their reputations as powerful fighters.

2. **Exploration and Side Quests:**  
**8.3.2 Exploration and Side Quests (continued):**

In a sandbox campaign, the players are encouraged to explore the world at their own pace, engaging with side quests, discovering hidden locations, and uncovering mysteries. Side quests might involve helping NPCs, retrieving rare items, or defeating local villains. The players' actions and choices influence how the world reacts to them, and they can build alliances or make enemies as they progress.

- **Example Side Quests:**  
   - **Retrieving a Lost Artifact:** The players are tasked with finding a lost item of great power that is hidden in a dangerous, desolate region. This quest may lead them to ancient temples or the ruins of a forgotten civilization.
   - **Protecting a Village:** The players are asked to protect a small village from an alien raiding party. While the quest may seem simple, it may later tie into a larger conflict involving intergalactic politics or a hidden villain.
   - **Training with a Master:** The players meet a legendary martial artist who offers to train them, unlocking new techniques or transformations after they complete a series of rigorous challenges.

##### **8.3.3 Dynamic Encounters and World Events:**

A sandbox campaign thrives on the idea that the world is alive and dynamic, with events unfolding regardless of the players' involvement. Factions may rise or fall, wars may break out, and villains may launch attacks, all of which can affect the world. Players can choose whether to get involved in these events, and their decisions can shape the course of the campaign.

- **Example Dynamic Events:**  
   - **Faction War:** Two intergalactic factions are on the brink of war, and the players must decide whether to ally with one side, broker peace, or remain neutral. Their actions will impact which faction ultimately prevails.
   - **Villain Attacks:** A powerful villain begins launching raids on key locations, forcing the players to respond. If they fail to stop the attacks, cities may fall, and innocent lives could be lost.
   - **Natural Disasters:** The players may encounter natural disasters, such as the destruction of a planet by an asteroid or an energy anomaly. They can choose to intervene and help evacuate civilians, or simply focus on their personal quests.

##### **8.3.4 Player-Driven Goals and Personal Arcs:**

In a sandbox campaign, players have the freedom to set their own goals and pursue personal story arcs. This might involve seeking out powerful opponents, mastering a particular technique, or uncovering the secrets of their character's past. Personal arcs add depth to the campaign and allow players to take ownership of their characters' development.

- **Example Personal Arcs:**  
   - A Saiyan character may wish to seek out their lost family members, uncovering the truth of their heritage and facing off against an ancient Saiyan enemy.
   - A Human character may pursue mastery of a forgotten martial art, traveling the galaxy to find the last surviving practitioners and learning their secrets.
   - A Namekian character may embark on a spiritual journey to uncover the hidden history of their race, unlocking new powers along the way.

##### **8.3.5 Long-Term Consequences:**

In an open-world campaign, the players' actions have long-term consequences that shape the world. Decisions made in early sessions may have ripple effects that change the course of future events. The GM should track these choices and introduce consequences that reflect the evolving world.

- **Example Consequences:**  
   - If the players choose to support a corrupt faction early in the campaign, that faction may later become a dominant power, causing widespread suffering and forcing the players to face the moral consequences of their decision.
   - If the players refuse to intervene in a conflict between two powerful factions, one faction may conquer the other, leading to shifts in power that affect the players' future alliances and enemies.

---

#### **8.4 Campaign Styles and Pacing**

Different groups may prefer different styles of play, ranging from combat-heavy campaigns to narrative-driven, role-playing-focused adventures. The GM should adapt the pacing and structure of the campaign to match the group's preferred playstyle, ensuring that the campaign remains engaging and fun for all players.

##### **8.4.1 Combat-Focused Campaigns:**

In a **combat-focused campaign**, battles take center stage, with players frequently facing off against powerful opponents in epic showdowns. These campaigns often involve tournament arcs, training sequences, and large-scale battles where strategy and character power growth are key. The narrative in these campaigns may take a backseat to action, but players should still experience moments of character development between fights.

- **Example Combat-Focused Campaign:**  
   - The players are part of an intergalactic tournament where each round features a progressively stronger opponent. Between rounds, they undergo intense training, unlock new transformations, and face off against rival players in friendly sparring matches.

##### **8.4.2 Narrative-Driven Campaigns:**

In a **narrative-driven campaign**, the focus is on storytelling, character development, and world-building. While combat remains important, it serves the purpose of moving the story forward rather than being the primary focus. These campaigns often involve intricate plotlines, moral dilemmas, and complex relationships between characters and NPCs.

- **Example Narrative-Driven Campaign:**  
   - The players must navigate a political intrigue plot, where they are caught in the middle of a power struggle between warring factions. They must make alliances, uncover secrets, and decide the fate of entire planets, all while developing their own personal stories and rivalries.

##### **8.4.3 Mixed Campaigns:**

Many campaigns will fall somewhere between combat-focused and narrative-driven, with a healthy balance of both. These **mixed campaigns** provide plenty of opportunities for epic battles while still allowing for character development, exploration, and meaningful roleplaying moments.

- **Example Mixed Campaign:**  
   - The players are tasked with defending their home planet from an invading force. While much of the campaign focuses on intense combat and power growth, there are also periods of downtime where players engage in personal quests, explore the world, and build relationships with NPCs.

---

#### **8.5 Handling Player Growth and Pacing**

As characters grow stronger and unlock new transformations and abilities, it's important for the GM to manage the pacing of their progression. **DBZ: Ascension** is built around the concept of exponential power growth, but this growth should feel earned through meaningful challenges and narrative progression.

##### **8.5.1 Managing Power Level Growth:**

The GM should ensure that players experience steady Power Level growth throughout the campaign, but the most significant jumps should come during key narrative moments or after defeating powerful enemies. This helps maintain a sense of balance and prevents players from becoming too powerful too quickly.

- **Example Power Growth Pacing:**  
   - After several sessions of steady growth, the players face a powerful antagonist who pushes them to their limits. Upon defeating this enemy, they experience a significant Power Level increase and unlock new transformations, which will help them prepare for the next major challenge.

##### **8.5.2 Handling Downtime and Training:**

Downtime and training sequences should be used to pace out periods of intense action, giving players time to recover, reflect, and grow. These moments also allow the GM to introduce new plotlines, side quests, or personal arcs for the characters to pursue.

- **Example Downtime:**  
   - After a climactic battle, the players return to a safe location to rest and recover. During this downtime, they can train in a gravity chamber, unlock new techniques, or pursue side quests that build their skills and relationships with NPCs.

##### **8.5.3 Increasing Stakes:**

As the campaign progresses, the stakes should continue to rise, with each arc presenting greater challenges and more powerful foes. The GM can gradually introduce galactic or even universal threats that require the players to push beyond their limits, leading to epic final battles where the fate of the universe hangs in the balance.

- **Example Increasing Stakes:**  
   - Early in the campaign, the players defend their home planet from an invading force. Later, they discover that this invasion is part of a larger plan orchestrated by a galactic emperor who seeks to conquer the entire universe. By the end of the campaign, the players must face this emperor and his army, with the fate of countless worlds at stake.

---

### **Conclusion of Chapter 8: Narrative and Campaign Structure**

In **DBZ: Ascension**, campaigns are built around the themes of power growth, epic battles, and personal development. Whether you're running a structured **saga**, a competitive **tournament**, or an open-world **sandbox**, the key to a successful campaign is balancing the narrative with player growth and ensuring that each player has the opportunity to shine.

By building a rich world, introducing dynamic encounters, and allowing players to shape the story through their actions, GMs can create engaging, memorable campaigns that capture the spirit of the **Dragon Ball Z** universe. Whether your players are unlocking new transformations, forging powerful alliances, or facing off against galactic conquerors, each campaign should reflect the excitement and intensity of a **DBZ saga**.

This concludes **Chapter 8: Narrative and Campaign Structure** of the player’s handbook.



### **Chapter 9: Game Master’s Guide**

---

As the Game Master (GM) in **DBZ: Ascension**, you are the architect of the players' journey, crafting the world, managing the pacing of the campaign, and guiding the players through epic battles, personal growth, and universe-shaking events. The role of the GM is essential to creating a compelling and immersive experience that captures the spirit of the **Dragon Ball Z** universe.

In this chapter, we will explore the responsibilities of the GM, provide advice on managing the game, and offer tips on balancing combat encounters, character progression, and narrative development.

---

#### **9.1 Role of the Game Master**

The GM serves as the storyteller, referee, and world-builder in **DBZ: Ascension**. Your job is to ensure that the game flows smoothly, the players are engaged, and the story progresses in a way that is satisfying for everyone involved. While the players take on the roles of their characters, the GM controls the world around them, from the enemies they face to the NPCs they meet and the challenges they must overcome.

##### **9.1.1 Storyteller:**

As the storyteller, the GM is responsible for crafting the overarching plot of the campaign, developing subplots and personal story arcs, and creating a world filled with interesting characters and conflicts. You will guide the players through the narrative, ensuring that they have opportunities to engage with the story, make meaningful choices, and experience personal growth.

- **Example Storytelling Duties:**
  - Introduce the main plotline, such as an invading alien force or the search for an ancient artifact.
  - Develop personal arcs for the characters, such as a Saiyan's quest for revenge or a Namekian's spiritual journey.
  - Create NPCs who serve as allies, rivals, or antagonists, each with their own goals and motivations.

##### **9.1.2 Referee:**

As the referee, the GM is responsible for interpreting the rules and ensuring that the game remains balanced and fair. This includes managing combat encounters, resolving disputes between players, and adjudicating the outcomes of actions and decisions.

- **Example Referee Duties:**
  - Make rulings on how specific techniques work, ensuring consistency in the application of the rules.
  - Balance combat encounters so that they are challenging but not overwhelming for the players.
  - Resolve disputes or disagreements between players, maintaining the flow of the game.

##### **9.1.3 World-Builder:**

The GM is also the world-builder, responsible for creating the settings, locations, and environments that the players will explore. This includes everything from bustling cities to remote alien planets, as well as the larger galactic backdrop of the **DBZ** universe. A well-developed world can provide endless opportunities for exploration, side quests, and narrative development.

- **Example World-Building Duties:**
  - Design key locations, such as a ruined temple where an ancient technique is hidden or a distant planet under siege by a galactic warlord.
  - Develop factions and power structures, such as intergalactic empires, criminal organizations, or martial arts schools.
  - Introduce dynamic events, such as a galactic tournament or a villain's plan to destroy a planet, that push the players to act.

---

#### **9.2 Managing Power Levels and Character Growth**

One of the unique challenges of **DBZ: Ascension** is managing the rapid power growth of characters, particularly as they unlock new transformations and abilities. Power Levels in the **DBZ** universe are exponential, and the GM must ensure that characters feel a sense of progression without letting them become too powerful too quickly.

##### **9.2.1 Setting Power Level Benchmarks:**

As the GM, it’s important to establish **Power Level benchmarks** for different phases of the campaign. These benchmarks help guide the pacing of character growth and ensure that players experience gradual increases in power while still facing meaningful challenges.

- **Example Power Level Benchmarks:**
  - Early Campaign (PL 0–100,000): Players start with basic techniques and grow through training and low-level encounters.
  - Mid Campaign (PL 100,000–1,000,000): Players unlock advanced techniques, first transformations (e.g., Super Saiyan), and face more powerful foes.
  - Late Campaign (PL 1,000,000+): Players achieve their highest transformations, learn Ultimate Techniques, and face galaxy-threatening enemies.

##### **9.2.2 Balancing Encounters:**

As characters grow in power, the GM must balance combat encounters to ensure that they remain challenging. Over time, characters will be able to take on more enemies or more powerful foes, but the GM should be mindful of the balance between difficulty and fun.

- **Techniques for Balancing Encounters:**
  - **Scaling Enemies:** As the players' Power Levels increase, scale up the strength of the enemies they face. A group of weak enemies can still pose a challenge through sheer numbers or strategic use of tactics.
  - **Tactical Challenges:** Introduce enemies with specific abilities or techniques that force players to think creatively. For example, an enemy might use Ki shields that absorb energy attacks, requiring players to use physical combat instead.
  - **Environmental Hazards:** Use the environment to create additional challenges, such as battles in hazardous terrain, gravity wells, or arenas where movement is restricted.

##### **9.2.3 Managing Transformations:**

Transformations are a key part of character growth in **DBZ: Ascension**, and the GM must ensure that transformations are earned through meaningful narrative moments and training rather than being unlocked too quickly.

- **Transformation Guidelines:**
  - **Narrative Significance:** Ensure that major transformations (like Super Saiyan or Final Form) are tied to important story moments, such as defeating a powerful antagonist or experiencing intense emotional breakthroughs.
  - **Ki Management:** Encourage players to consider the Ki costs of transformations, particularly in longer battles. Transformations that drain Ki rapidly should be used strategically, and players should be mindful of their remaining energy.
  - **Combat Balance:** Introduce enemies or challenges that require players to transform in order to overcome them, but avoid situations where transformations make the player characters invincible.

---

#### **9.3 Crafting Villains and Antagonists**

Villains are at the heart of every **DBZ** story, and crafting memorable antagonists is key to creating a compelling campaign. A well-developed villain not only serves as a powerful adversary but also adds depth to the narrative by providing personal stakes, rivalries, and long-term conflicts for the players.

##### **9.3.1 Types of Villains:**

Villains in **DBZ: Ascension** can take many forms, from rival martial artists to galactic conquerors, and each type of villain presents different challenges to the players. The GM should consider what type of villain best fits the tone and story of the campaign.

- **Rival Villains:**  
   Rival villains are characters who directly oppose one or more of the player characters on a personal level. These rivals may have similar abilities and transformations, leading to intense one-on-one battles or duels. Rival villains often serve as long-term antagonists, with repeated encounters that escalate in difficulty.

   - **Example Rival Villain:** A former friend of the player characters who has joined a galactic empire, seeking power and revenge for a past betrayal.

- **Conqueror Villains:**  
   Conqueror villains are large-scale threats who seek to dominate or destroy entire planets or galaxies. These villains often command armies and pose a significant threat not just to the player characters but to the world as a whole.

   - **Example Conqueror Villain:** A powerful alien warlord who travels from planet to planet, subjugating entire civilizations in their quest for ultimate power.

- **Ancient or Mythical Villains:**  
   These villains are often tied to the lore or history of the world, having been sealed away or forgotten for centuries. When they return, they bring with them ancient knowledge, techniques, and immense power that make them formidable opponents.

   - **Example Mythical Villain:** An ancient dragon or deity that was sealed away long ago and has now been released, seeking revenge or to reclaim their lost dominion.

##### **9.3.2 Motivations and Goals:**

Villains are more compelling when they have clear motivations and goals. Whether they seek power, revenge, or personal glory, these motivations should inform their actions and provide the players with a reason to oppose them.

- **Example Motivations:**  
   - **Power:** A villain seeks ultimate power, either through gathering the Dragon Balls, mastering a forbidden technique, or unlocking an ultimate transformation.
   - **Revenge:** The villain harbors a personal grudge against one or more player characters, perhaps due to a past defeat or betrayal.
   - **Conquest:** The villain aims to conquer the universe or destroy it to create a new order, forcing the players to stop them before it's too late.

##### **9.3.3 Building Rivalries:**

Rivalries are a key part of the **DBZ** experience, and creating a compelling rivalry between a villain and one or more players can add emotional weight to the campaign. Rivalries should build over time, with multiple encounters that push both the players and the villain to grow stronger.

- **Example Rivalry Arc:**  
   - The players encounter a rival early in the campaign who defeats them in an initial battle. This defeat motivates the players to train harder, eventually confronting the rival again in a later arc. As both the players and the rival grow in strength, the final battle becomes a personal and emotional showdown.

---

#### **9.4 Running Epic Battles**

Epic, large-scale battles are a defining feature of the **Dragon Ball Z** universe, and the GM must create encounters that feel intense, dramatic, and challenging. Whether it’s a one-on-one
**9.4 Running Epic Battles** (continued):

**duel** or a large-scale battle against multiple enemies, the GM should focus on keeping the pacing fast, ensuring that each character has an opportunity to shine, and making the stakes feel real and impactful. Here are some tips to run memorable and exciting epic battles in **DBZ: Ascension**.

##### **9.4.1 Dynamic Action and Descriptions:**

Epic battles in **DBZ** are characterized by fast, high-energy action, with characters moving at superhuman speeds, unleashing devastating attacks, and transforming mid-battle. As the GM, you can make these battles feel more dynamic by using vivid descriptions and encouraging players to think creatively about how they use their abilities.

- **Describing Action:**  
   - Use descriptive language to emphasize the speed and power of the combatants. For example, describe how a character’s **Ki Blast** tears through the sky or how a **Super Saiyan** transformation causes the ground to crack beneath their feet.
   - Include the environment in your descriptions. Describe how powerful attacks cause craters, destroy buildings, or create shockwaves that ripple across the battlefield.

- **Example Descriptions:**  
   - “As your opponent launches their attack, you feel the air vibrate with energy. You dodge just in time, and their Ki Blast explodes against the mountainside, sending chunks of rock tumbling down around you.”  
   - “The transformation takes hold, and a blinding golden aura surrounds you. The ground cracks under your feet as your hair turns bright yellow, and the immense power of a Super Saiyan surges through your body.”

##### **9.4.2 Multi-Stage Battles:**

To make battles feel truly epic, consider breaking them into multiple stages. For example, a powerful villain might have several transformations or phases that become increasingly difficult as the battle progresses. This keeps the fight exciting and allows players to adapt their strategies mid-battle.

- **Example Multi-Stage Battle:**  
   - **Stage 1:** The villain fights in their base form, testing the players’ abilities.  
   - **Stage 2:** After losing half of their HP, the villain transforms into a more powerful form, gaining new abilities and a significant Power Level boost.  
   - **Stage 3:** In a desperate final move, the villain uses an Ultimate Technique, forcing the players to defend against a devastating attack that could wipe out their entire team.

##### **9.4.3 Teamwork and Combined Tactics:**

Encourage players to work together and use combined tactics in epic battles. **DBZ: Ascension** allows for powerful team attacks and cooperative strategies, where players can pool their resources to overcome a stronger foe. You can also create encounters that challenge the players to think beyond individual strength, such as enemies who require a combination of melee and Ki attacks to defeat.

- **Example Team Strategies:**  
   - One player distracts the enemy with a powerful **Melee Strike**, while another charges up a devastating **Ultimate Technique** to deliver the finishing blow.  
   - The team uses **energy shields** or defensive techniques to protect one member while they charge a **Spirit Bomb**, pooling their Ki to make the attack more powerful.

##### **9.4.4 Incorporating Transformations and Dramatic Moments:**

Transformations are one of the most exciting aspects of **DBZ**, and the GM should encourage players to save their most powerful transformations for key moments in battle. The narrative impact of transformations is just as important as their mechanical bonuses, and battles should be designed to reward players who time their transformations strategically.

- **Example Dramatic Moment:**  
   - The players are on the verge of defeat, with the enemy closing in. In a burst of rage and desperation, a Saiyan character transforms into **Super Saiyan** for the first time, gaining a massive boost in power. This moment shifts the momentum of the battle, giving the players a chance to turn the tide.

##### **9.4.5 Environmental Effects and Hazards:**

The environment can play a significant role in epic battles, adding new challenges and opportunities for both players and enemies. Destructive attacks may change the battlefield mid-fight, creating new obstacles or hazards that force players to adapt their tactics. Incorporating environmental effects can make battles feel more immersive and cinematic.

- **Example Environmental Hazards:**  
   - A battle takes place on a crumbling asteroid, where the players must not only fight the enemy but also avoid falling into bottomless chasms as the terrain shifts and collapses.  
   - During a battle in a city, the players must be careful not to destroy too many buildings, as doing so may result in collateral damage and cause civilian casualties.

---

#### **9.5 Player Engagement and Spotlight Management**

In a campaign where characters can grow to become incredibly powerful, it’s important for the GM to ensure that each player has the opportunity to shine, both in combat and in the narrative. **DBZ: Ascension** is designed to give players moments of glory, but it’s up to the GM to manage the pacing of these moments and ensure that all players feel engaged.

##### **9.5.1 Giving Each Player Their Moment:**

Whether it’s a key battle or a personal story arc, every player should have moments where their character takes center stage. These moments should be tailored to the individual character’s abilities, goals, and motivations.

- **Example Spotlight Moment:**  
   - A Tactician player character has been planning a complex strategy to defeat a powerful enemy. During the final battle, they execute their plan, outsmarting the villain and setting up the final blow for their teammates.  
   - A Ki Specialist player character finally masters a powerful technique they’ve been working toward, using it to destroy an enemy that no one else could defeat.

##### **9.5.2 Managing Combat Time:**

During combat, it’s important to manage the pacing so that no player feels left out or sidelined. Large-scale battles with multiple enemies can sometimes slow down as players take turns, so the GM should encourage quick decision-making and use techniques to keep the action moving.

- **Techniques for Managing Combat Time:**  
   - **Round Summaries:** If there are many enemies on the battlefield, group similar enemies together to streamline their actions. For example, instead of rolling for each grunt soldier, you can describe how a group of them attacks at once.  
   - **Cinematic Moments:** Focus on the most important actions and outcomes. Rather than rolling for every minor action, describe the key moments in detail and let the narrative flow naturally.

##### **9.5.3 Balancing Player Power:**

As characters grow more powerful, it’s possible for one player to become significantly stronger than the rest of the group. This can lead to an imbalance where one player dominates the spotlight. The GM should introduce challenges that allow every player to contribute in their own way, balancing encounters so that each character’s strengths are relevant.

- **Example Balancing Tactics:**  
   - If one character excels in melee combat, introduce enemies with strong **Ki shields** that require a Ki Specialist to break through.  
   - If a character has a powerful transformation, challenge them with enemies who use energy-draining techniques, forcing them to manage their Ki carefully.

---

#### **9.6 Using Narrative Arcs for Character Development**

One of the most rewarding aspects of being a GM in **DBZ: Ascension** is guiding the characters through personal narrative arcs that allow them to grow and evolve. These arcs should be driven by the characters’ backgrounds, motivations, and goals, with the GM weaving them into the larger campaign.

##### **9.6.1 Developing Personal Arcs:**

Personal arcs should be built around the unique traits of each character. These arcs may involve rivalries, family ties, unresolved conflicts, or quests for power. The GM can use these arcs to provide personal stakes for the players, giving them reasons to grow stronger and face the challenges ahead.

- **Example Personal Arc:**  
   - A Saiyan player character learns that their long-lost sibling has become an elite warrior in a galactic empire. The arc centers around the growing rivalry between the siblings, leading to a final confrontation where the player must decide whether to defeat or redeem their sibling.

##### **9.6.2 Integrating Personal Arcs into the Main Story:**

Personal arcs should not feel disconnected from the main plot. Instead, the GM should look for opportunities to integrate these arcs into the overall narrative, creating moments where the players’ personal goals intersect with the larger stakes of the campaign.

- **Example Integration:**  
   - A Namekian player is on a spiritual journey to unlock the secrets of their race. This quest leads the group to an ancient Namekian temple, where they discover that the villain is also seeking the temple’s power. The player’s personal journey becomes essential to stopping the villain’s plan.

---

#### **9.7 Running Flexible and Dynamic Campaigns**

**DBZ: Ascension** is designed to accommodate a wide variety of campaign structures, from structured sagas to open-world sandbox campaigns. The GM should be flexible in their approach, allowing the players to explore different parts of the world, pursue personal goals, and influence the direction of the story through their choices.

##### **9.7.1 Adapting to Player Choices:**

Players should feel that their choices have meaningful consequences. If they choose to ally with one faction over another, or decide to pursue a side quest rather than the main plot, the GM should be prepared to adapt the story to reflect those decisions.

- **Example Adaptation:**  
   - The players choose to ally with a criminal organization to gain information on the villain. Later, they find themselves hunted by law enforcement and must decide whether to continue working with their criminal allies or find a way to clear their names.

**9.7.2 Balancing Exploration and Story Progression** (continued):

While open-world exploration is a key part of many campaigns, it’s important to balance freeform exploration with forward story progression. Players should have the freedom to explore and pursue side quests, but the GM must also ensure that the main narrative continues to advance, especially when the stakes are high.

- **Example Balance Techniques:**  
   - Introduce **ticking clocks** or **time-sensitive events** that push the story forward. For example, a powerful villain’s plan may be nearing completion, and the players have a limited amount of time to gather the strength and allies they need to stop them.
   - Use downtime and side quests to enhance the players’ skills and development, while ensuring that important story beats are always within reach.

##### **9.7.3 Shifting Between Campaign Styles:**

Campaigns in **DBZ: Ascension** don’t have to adhere to a single style. A saga might start as a structured narrative, evolve into a tournament arc, and eventually transition into a more open-world exploration campaign as the players unlock the ability to travel between planets or realms. The GM can shift the campaign’s structure to reflect the characters' growth and new opportunities.

- **Example Transition:**  
   - The campaign begins with a **linear saga** where the players defend their home planet from invaders. After the saga concludes, the players are invited to a **tournament arc** on a distant world. Later, they gain access to a spaceship and embark on an **open-world sandbox** campaign, exploring the galaxy and facing new threats.

---

#### **9.8 Handling Player Conflicts and PvP**

Conflict between players or characters can sometimes arise in **DBZ: Ascension**, especially in campaigns that focus on rivalries or competitive tournament arcs. It’s important for the GM to handle these conflicts in a way that ensures the game remains fun and engaging for everyone.

##### **9.8.1 Managing In-Character Rivalries:**

Rivalries between player characters are a natural part of the **DBZ** universe and can lead to exciting roleplaying moments, but they should always be managed in a way that enhances the game rather than detracting from it. The GM should encourage players to embrace their characters' rivalries in a respectful and constructive way.

- **Example In-Character Rivalry:**  
   - Two player characters have a rivalry over who is the strongest fighter. This rivalry comes to a head in a **PvP battle** during a tournament arc. The GM ensures that the fight is balanced, and both players have an opportunity to shine, regardless of who wins. The outcome of the rivalry adds tension and growth to the story without causing friction between the players.

##### **9.8.2 Avoiding Out-of-Character Conflicts:**

While character rivalries are part of the game, it’s important to avoid **out-of-character** conflicts between players. The GM should set clear boundaries and guidelines for how in-character conflicts are handled to prevent tension from spilling into real-life relationships.

- **Conflict Resolution Techniques:**  
   - Before the campaign starts, establish **session zero guidelines** where players discuss the nature of their characters' relationships and agree on how PvP interactions will be handled. This helps ensure that everyone is on the same page and understands the boundaries between in-character conflict and real-world friendships.
   - The GM should intervene if a rivalry or conflict begins to cause out-of-character tension, reminding players that the goal is to have fun and collaborate on telling a shared story.

---

#### **9.9 Managing Playtesting and House Rules**

Every campaign is unique, and as the GM, you have the freedom to adjust the rules to better fit your group’s playstyle and preferences. **Playtesting** and **house rules** can be introduced to streamline certain mechanics or emphasize the aspects of the game that your group enjoys the most.

##### **9.9.1 Playtesting New Mechanics:**

If you’re introducing new mechanics—such as custom techniques, transformations, or specific world rules—it’s important to playtest them to ensure they are balanced and enjoyable for the group. Encourage feedback from players and be open to making adjustments if something doesn’t work as expected.

- **Example Playtesting Process:**  
   - You introduce a new **Ki absorption mechanic** where certain characters can absorb incoming energy attacks to replenish their Ki. After a few sessions, you realize that this ability is too powerful and trivializes many encounters. You adjust the mechanic to limit how much Ki can be absorbed in a single turn.

##### **9.9.2 Using House Rules:**

House rules can be introduced to modify specific aspects of the game, whether it’s adjusting how Power Level growth works, simplifying certain mechanics, or adding narrative-driven elements. However, house rules should be agreed upon by the group and clearly communicated before they’re implemented.

- **Example House Rules:**  
   - To speed up combat, you introduce a house rule that simplifies **initiative rolls**, allowing players to act based on their **Speed attribute** rather than rolling each turn. This makes combat more fluid, especially in large-scale battles.

##### **9.9.3 Encouraging Feedback from Players:**

Throughout the campaign, encourage your players to provide feedback on the game’s mechanics, pacing, and narrative. This will help you identify areas where the game can be improved or where players feel particularly engaged. Listening to player feedback ensures that everyone is having fun and that the campaign continues to evolve in a way that suits the group’s needs.

- **Feedback Example:**  
   - After a few sessions, players express that they enjoy the **tournament arc** but would like more opportunities for character growth outside of combat. Based on this feedback, you introduce more roleplaying moments and personal story arcs between battles.

---

#### **9.10 Wrapping Up the Campaign and Planning Future Arcs**

When the campaign reaches its conclusion, it’s important to give the players a sense of closure while leaving room for future adventures. Whether the campaign ends with a climactic battle, the resolution of a personal arc, or the discovery of new mysteries, the GM should ensure that the ending feels satisfying and reflective of the characters’ growth.

##### **9.10.1 Climactic Final Encounters:**

The final battle or event of the campaign should be the culmination of everything the players have worked toward. This is where the characters can show off their most powerful techniques, transformations, and teamwork as they face their greatest challenge yet.

- **Example Final Encounter:**  
   - The players face off against the **ultimate villain**, who has unlocked a universe-ending technique. This multi-stage battle forces the players to use everything they’ve learned over the course of the campaign, including advanced techniques and their strongest transformations. The fate of the universe hangs in the balance, and the players must defeat the villain to save all of existence.

##### **9.10.2 Resolving Personal Arcs and Rivalries:**

In addition to the main narrative, the GM should resolve any lingering personal arcs, rivalries, or storylines that the players have been pursuing. These resolutions should give players a sense of closure for their characters while leaving the door open for future adventures.

- **Example Personal Arc Resolution:**  
   - A Saiyan player who has been seeking revenge on a rival finally gets the chance to confront them in a final battle. The outcome of this fight allows the Saiyan to either find closure and move on from their anger or embrace their darker side, setting up potential consequences for future campaigns.

##### **9.10.3 Epilogue and Setting Up Future Campaigns:**

After the final encounter, the GM can offer an **epilogue** that reflects the characters' actions and how the world has changed because of them. This is also a great time to plant seeds for future campaigns or story arcs, giving the players a reason to return to the world of **DBZ: Ascension** in the future.

- **Example Epilogue:**  
   - After defeating the villain and saving the universe, the players are celebrated as heroes. However, they receive a cryptic message from an unknown source, warning them of an even greater threat looming in the distance. This sets the stage for the next campaign, where the players will face a new set of challenges and mysteries.

---

### **Conclusion of Chapter 9: Game Master’s Guide**

The **Game Master** is the heart of the **DBZ: Ascension** experience, responsible for creating an exciting, balanced, and immersive world for the players. Whether you're running epic battles, managing Power Level growth, or weaving complex narrative arcs, your role as GM is essential to ensuring that the game is engaging and fun for everyone involved.

By crafting dynamic encounters, handling character growth with care, and creating meaningful rivalries and personal arcs, you can deliver a memorable campaign that captures the excitement, tension, and drama of the **Dragon Ball Z** universe. Your players will face incredible challenges, unlock their ultimate potential, and make choices that will shape the fate of entire worlds.

This concludes **Chapter 9: Game Master’s Guide** of the player’s handbook.

### **Chapter 10: Customization and Homebrewing**

---

One of the greatest strengths of **DBZ: Ascension** is its flexibility, allowing both players and Game Masters (GMs) to modify the game to suit their preferred playstyle. **Customization and homebrewing** give you the freedom to create unique mechanics, design custom races, invent new techniques, and alter the rules to better reflect your campaign’s tone and theme.

This chapter provides guidelines for creating homebrew content, balancing custom mechanics, and incorporating player input into the design process. By embracing customization, you can tailor **DBZ: Ascension** to fit your group’s vision while maintaining a fun and engaging experience.

---

#### **10.1 Creating Custom Races**

In addition to the established races such as Saiyans, Namekians, and Arcosians, **DBZ: Ascension** allows you to create custom races with unique attributes, abilities, and transformations. This opens the door to endless possibilities for alien species or entirely new life forms that inhabit your game world.

##### **10.1.1 Defining Race Attributes:**

When creating a custom race, the first step is to define the **core attributes**. This includes the race’s **base stat modifiers**, natural abilities, and any innate Ki-based powers they may possess.

- **Example Process:**
  - Determine which attributes the race excels at (e.g., high Speed, strong Ki Control) and which attributes are weaker.
  - Set base stat modifiers for the race. A fast and agile race may have **+2 Speed** and **+1 Ki**, but **-1 Durability** due to their fragile bodies.
  - Consider adding racial abilities that reflect the race’s unique physiology or culture. For example, a race of energy-based beings might naturally regenerate Ki faster than other races.

- **Example Custom Race:**
  - **Xylorans (Energy Beings)**
    - **Stat Modifiers:** +2 Ki, +1 Speed, -2 Durability
    - **Abilities:**  
      - **Ki Regeneration:** Xylorans regenerate **5 Ki** at the start of each turn.
      - **Energy Form:** Xylorans can pass through solid objects for a short duration (1 turn), allowing them to avoid attacks or travel through barriers.

##### **10.1.2 Custom Race Transformations:**

After defining the base attributes, design transformations that reflect the race’s growth and power potential. Similar to Saiyan or Arcosian transformations, these custom transformations can provide boosts to attributes and unlock new abilities. However, it’s important to balance these transformations to ensure that they don’t overshadow the established races.

- **Example Custom Transformation:**
  - **Xyloran Energy Surge (Transformation 1):**  
    - **Prerequisite:** Power Level 100,000
    - **Effect:** The Xyloran’s body glows with raw energy, increasing their Ki output.  
    - **Bonuses:** +10 to Ki, +5 to Speed, +2 to Control.  
    - **Ki Drain:** 5 Ki per turn.
  - **Xyloran Energy Overload (Transformation 2):**  
    - **Prerequisite:** Power Level 500,000
    - **Effect:** The Xyloran becomes a being of pure energy, vastly increasing their power but risking self-destruction.  
    - **Bonuses:** +20 to Ki, +10 to Speed, but -5 to Durability.  
    - **Ki Drain:** 15 Ki per turn.

---

#### **10.2 Creating Custom Techniques**

Custom techniques are a great way to give players unique abilities that align with their character’s fighting style, personality, or background. When creating a custom technique, you must balance its power, Ki cost, and special effects to ensure it fits within the game’s mechanics.

##### **10.2.1 Balancing Power and Ki Costs:**

Every custom technique should have a clear purpose and balanced Ki cost relative to its damage output or special effects. For example, a simple **Ki Blast** might have a low cost, while a powerful **Ultimate Technique** that can destroy an entire city should come with a much higher cost.

- **Example Custom Technique Creation Process:**
  - Determine whether the technique is **Basic**, **Advanced**, or an **Ultimate Technique**.
  - Set the base damage or effect of the technique and assign a corresponding Ki cost.
  - Consider any additional effects, such as area damage, status effects (stun, blind, etc.), or environmental destruction, and adjust the Ki cost accordingly.

- **Example Custom Techniques:**
  - **Shattered Strike (Advanced Technique):**  
    - **Description:** The user delivers a powerful melee attack that cracks the opponent’s defenses, lowering their Durability for 2 turns.  
    - **Damage:** 15 base damage.  
    - **Effect:** Reduces target’s Durability by -2 for 2 turns.  
    - **Ki Cost:** 10 Ki.
  
  - **Celestial Barrage (Ultimate Technique):**  
    - **Description:** The user launches a series of energy orbs into the sky, which rain down upon the battlefield, striking multiple enemies.  
    - **Damage:** 30 base damage to all enemies within a 50-meter radius.  
    - **Effect:** Hits multiple enemies.  
    - **Ki Cost:** 40 Ki.

##### **10.2.2 Incorporating Unique Effects:**

Custom techniques can be enhanced with unique effects that make them stand out. Consider adding mechanics such as energy absorption, Ki reflection, or even abilities that change the battlefield (e.g., summoning barriers or creating environmental hazards).

- **Example Unique Effect:**  
  - **Void Trap:** A custom technique that summons a swirling vortex of energy around the opponent, trapping them in place for 1 turn. This technique doesn’t deal damage but prevents the target from moving or using Ki-based attacks for a turn.  
  - **Ki Cost:** 20 Ki.  
  - **Effect:** The target is immobilized for 1 turn.

---

#### **10.3 Homebrewing New Mechanics**

If you want to introduce entirely new mechanics to your game, such as expanded rules for **factions**, **Ki management**, or even **spaceship combat**, homebrewing is the way to go. However, you’ll need to ensure that any new mechanics integrate smoothly into the existing system.

##### **10.3.1 Expanding Ki Management:**

If you’d like to add more complexity to **Ki management**, you can introduce mechanics such as **Ki exhaustion**, **Ki regeneration**, or **Ki overload** to represent how characters handle their energy.

- **Example Ki Mechanic Expansion:**  
  - **Ki Exhaustion:** If a character’s Ki is reduced to 0, they suffer from **Ki Exhaustion**, which imposes a -5 penalty to all attributes until they can recover. They must spend at least 1 turn **resting** to regain 10% of their total Ki.
  
  - **Ki Overload:** Characters can push themselves beyond their limits by going into **Ki Overload**, allowing them to use techniques even when they have insufficient Ki. However, they take **1d6 damage** for every 5 points of Ki they overextend.

##### **10.3.2 Faction Mechanics:**

Introducing faction mechanics can add depth to the world, allowing players to interact with and gain the support of various organizations. You can design factions with their own goals, power structures, and benefits for player characters who ally with them.

- **Example Faction Mechanics:**  
  - **Galactic Trade Federation:** This faction provides players with access to advanced technology and ships in exchange for completing missions. Faction reputation mechanics can be used, where completing quests raises the players’ standing within the faction, unlocking more powerful gear or support.

##### **10.3.3 Designing Spaceship Combat:**

In campaigns where space travel is a major focus, you can create rules for spaceship combat, allowing players to engage in large-scale battles or dogfights in space. Spaceship combat could incorporate Ki-based weapons, energy shields, and the use of **powerful ships** or **mechs**.

- **Example Spaceship Combat Mechanics:**  
  - **Ship Stats:** Each ship has stats for **Armor**, **Shields**, **Speed**, and **Weapon Power**.  
  - **Energy Management:** Players must balance the use of ship energy between **shields**, **weapons**, and **movement**. Using too much energy for one system leaves the others vulnerable.  
  - **Dogfighting:** Characters with high **Speed** can engage in dogfights, allowing them to evade enemy attacks or perform counter-attacks with advanced maneuvers.

---

#### **10.4 Collaborating with Players on Custom Content**

Homebrewing is an excellent opportunity to collaborate with players, allowing them to suggest custom techniques, transformations, or even mechanics that suit their characters' goals. Open communication and feedback are key to ensuring that custom content is balanced and aligns with the campaign’s tone.

##### **10.4.1 Encouraging Player Input:**

Ask your players if there are any specific abilities, transformations, or story elements they would like to explore. This not only helps you build a more engaging campaign but also empowers players to shape their characters’ development.

- **Example of Player Collaboration:**  
   - A player wants their character to develop a custom **fusion technique** with another player character. Together, you design the mechanics for **Fusion Dance**, which allows the characters to temporarily fuse into a single powerful warrior. You establish a **Power Level multiplier** and time limit for how long the fusion lasts before the characters return to normal.

##### **10.4.2 Balancing Custom Content:**

When incorporating player-created content, it’s important to maintain balance. Ensurethat custom techniques, transformations, or mechanics are on par with the existing content, so no player feels overpowered or underpowered in comparison to others. Test the custom content in play, and don’t hesitate to tweak it based on player feedback or game balance needs.

##### **10.4.3 Playtesting Custom Content:**

Once custom content is introduced, it’s important to playtest it in actual game sessions to see how it functions in real combat or narrative situations. Encourage players to provide feedback on the content, and be open to adjusting the mechanics if something isn’t working as intended.

- **Example Playtesting:**  
   - After a player unlocks a custom **Ultimate Technique**, you run a few encounters where they use the technique. If it deals too much damage or consumes too little Ki, you may adjust the numbers to balance it with other abilities in the game.

##### **10.4.4 Iterating on Custom Mechanics:**

Customization and homebrewing are iterative processes. As the game evolves, you and your players can continue to refine and enhance custom mechanics. Sometimes a technique or transformation that seemed balanced at first may need adjustments later as characters grow more powerful.

---

#### **10.5 Creating Custom Campaign Settings**

Homebrewing isn’t limited to mechanics and races. You can also design custom **campaign settings** that diverge from the traditional **DBZ** universe, giving your group a fresh and unique take on the themes of **Ascension**. Whether it’s a futuristic cityscape, a lost world of martial arts monks, or a galaxy at war, your setting can shape the tone and atmosphere of the game.

##### **10.5.1 Worldbuilding Fundamentals:**

When creating a custom campaign setting, think about the key elements that define your world. Consider geography, factions, cultures, and how Ki-based combat fits into the world’s fabric. A well-developed setting provides opportunities for exploration, politics, and personal growth.

- **Example Custom Setting:**
  - **Planet Varnok:** A dystopian planet where warriors fight in underground arenas for the amusement of the ruling elite. The players are gladiators seeking to overthrow the corrupt government, but they must also uncover the ancient secret of Varnok’s forgotten Ki masters, whose techniques could change the fate of the world.

##### **10.5.2 Designing Custom Factions:**

Factions can play a major role in shaping your setting’s politics and conflicts. Each faction should have clear motivations, goals, and resources. Players can align themselves with different factions, impacting the course of the story.

- **Example Factions for Planet Varnok:**
  - **The Ruling Class:** The corrupt elites who control the gladiatorial arenas. They manipulate politics to maintain their control over the planet.
  - **The Underground Rebels:** A resistance movement seeking to topple the ruling class and restore power to the people. They frequently seek out powerful warriors to join their cause.

##### **10.5.3 Integrating Custom Mechanics into the Setting:**

When building a custom setting, consider how the new mechanics you create fit into the world. If your setting involves technology, for example, you might introduce mechanics for **cybernetic enhancements** or **high-tech weaponry** that players can use alongside their Ki abilities.

- **Example Technology Mechanic:**  
  - In **Planet Varnok**, the players have access to **energy gauntlets** that amplify their Ki attacks. These gauntlets increase damage output but also drain Ki faster, forcing players to carefully manage their energy during combat.

---

#### **10.6 Creating Custom Campaign Arcs**

Custom campaign arcs allow you to tailor the story to your players’ interests and to the themes of your custom setting. While the core **DBZ** structure of escalating battles and power growth remains central, you can shape the narrative to reflect your unique world and characters.

##### **10.6.1 Structuring the Campaign:**

A campaign arc should have a clear narrative structure with rising action, a climax, and resolution, but there’s a lot of flexibility in how you get there. Consider how your players’ goals align with the arc and how their choices impact the unfolding events.

- **Example Campaign Arc:**
  - In **Planet Varnok**, the players begin as gladiators trying to survive in the arenas. As they grow stronger, they become key players in the rebellion against the ruling class. Along the way, they uncover the secret history of Varnok’s lost Ki techniques and must use their newfound power to challenge the elites in a final battle for the planet’s future.

##### **10.6.2 Building Themes Around Player Growth:**

As characters grow stronger, their personal arcs should align with the larger themes of the campaign. Whether it’s a quest for revenge, the pursuit of ultimate power, or a search for redemption, the narrative should reflect the characters’ internal struggles as much as their external battles.

- **Example Thematic Arc:**  
  - A player whose character seeks to redeem their family’s honor might find themselves confronting a member of the ruling class who was responsible for their family’s downfall. The campaign’s climax can serve as both the final battle for Varnok and the resolution of the character’s personal journey.

##### **10.6.3 Incorporating Player Decisions:**

In custom campaigns, players’ decisions should have a significant impact on the world and narrative. As they align with factions, complete quests, and grow in power, their choices should shape the future of the setting and influence the outcomes of key events.

- **Example Player Decision Impact:**  
  - In **Planet Varnok**, the players might decide to ally with different factions in their struggle against the ruling class. If they choose to work with the rebels, they may gain access to powerful underground resources, but doing so could provoke an all-out war with the ruling class, forcing the players to defend the people in a final, desperate battle.

---

### **Conclusion of Chapter 10: Customization and Homebrewing**

Customization and homebrewing are powerful tools that allow you to create a unique and personalized experience for your group. Whether it’s designing custom races, crafting new techniques, or building entire campaign settings, the ability to modify and expand upon the core rules of **DBZ: Ascension** makes every game feel fresh and tailored to your players’ preferences.

By collaborating with your players, playtesting new mechanics, and embracing creative world-building, you can ensure that your campaign is both balanced and immersive. With custom content, you’re not just telling a story—you’re building a world where your players can explore their full potential, overcome personal challenges, and experience the excitement of **DBZ** in a way that’s uniquely their own.

This concludes **Chapter 10: Customization and Homebrewing** of the player’s handbook.

EXAMPLE CHARACTER SHEET

### **Character Overview**

- **Name:** **Torrak**
- **Race:** **Saiyan**
- **Starting Power Level:** **80,000**
- **Background:** **Lone Survivor**
- **Personality:** **Driven, Cunning, and Focused**
- **Alignment:** **Neutral Good**
- **Current Goal:** **To surpass their limits and find a greater purpose after surviving the destruction of their planet.**

---

### **Character Details**

#### **Race: Saiyan**

Saiyans are known for their incredible combat prowess, their ability to grow stronger after intense battles, and their iconic **Super Saiyan** transformations. Torrak is a Saiyan who survived the destruction of his homeworld by an unknown force. His desire for vengeance and to unlock the full potential of his Saiyan bloodline fuels his journey across the galaxy.

- **Saiyan Abilities:**
  - **Zenkai Boost:** After near-death experiences, Torrak gains a **10% boost to Power Level** upon recovery.
  - **Natural Combat Skill:** Torrak has a **+2 bonus to Strength and Ki**.
  - **Tail Weakness:** Torrak’s Saiyan tail is vulnerable. If grabbed or injured, he suffers a **-3 penalty to all rolls** until released.

#### **Background: Lone Survivor**

Torrak’s home planet was destroyed by a powerful enemy, and he was one of the few to escape. He has traveled alone for years, training and seeking both power and answers. This traumatic experience has made him highly independent and cautious, but it also left him without a true purpose, making him a bit of a wanderer. His ultimate goal is to grow stronger and uncover the truth behind the destruction of his home.

- **Survivor’s Tenacity:** Torrak gains **+5 Durability** in battle when facing overwhelming odds or enemies stronger than him.
- **Self-Taught:** Torrak can learn techniques quickly through observation and battle, giving him an edge when encountering new enemies.

---

### **Attributes:**
- **Strength:** 12 (+2)
- **Speed:** 10
- **Durability:** 11
- **Ki:** 13 (+2)
- **Control:** 9

---

### **Techniques**

1. **Energy Wave (Basic Ki Technique):**  
   - **Description:** Torrak gathers energy in his hands and releases a powerful Ki wave toward his enemy.  
   - **Damage:** 12  
   - **Ki Cost:** 5 Ki  
   - **Effect:** A basic, reliable Ki blast that Torrak often uses to soften up his enemies before closing in.

2. **Crushing Fist (Advanced Melee Technique):**  
   - **Description:** Torrak charges his fist with Ki energy, delivering a devastating blow that can shatter his opponent’s defenses.  
   - **Damage:** 20  
   - **Ki Cost:** 10 Ki  
   - **Effect:** This attack reduces the opponent’s Durability by -2 for 1 turn.

3. **Explosive Energy Burst (Advanced Ki Technique):**  
   - **Description:** Torrak generates a massive pulse of energy around his body, exploding in all directions and damaging everything within a 10-meter radius.  
   - **Damage:** 25  
   - **Ki Cost:** 15 Ki  
   - **Effect:** Area of effect attack that hits all enemies within range. This is Torrak’s go-to technique when surrounded or overwhelmed by enemies.

4. **Rapid Strike (Melee Combo):**  
   - **Description:** Torrak moves at incredible speed, landing a rapid series of punches and kicks before his opponent can react.  
   - **Damage:** 18  
   - **Ki Cost:** 5 Ki  
   - **Effect:** +5 to Speed rolls for the next turn.

---

### **Transformations:**

#### **1. Saiyan Rage (Triggered Transformation):**
Torrak can tap into his deep well of anger and frustration to momentarily increase his power. This transformation occurs when Torrak is pushed to his limits emotionally or physically.

- **Prerequisite:** Power Level 80,000
- **Effect:** +10 to Strength, +5 to Ki, +5 to Durability
- **Ki Drain:** 5 Ki per turn
- **Description:** When Torrak enters a Saiyan Rage, his power spikes dramatically, but it lacks the control and stability of higher forms of transformation. His aura crackles with red energy, and his attacks become more ferocious.

#### **2. Super Saiyan (Locked - Next Transformation):**
Torrak is on the verge of unlocking the legendary **Super Saiyan** form. Once he reaches a Power Level of **100,000**, an intense emotional trigger will allow him to transform, boosting his abilities even further.

- **Effect:** Multiplies Power Level by x50
- **Stat Bonuses:** +15 to Strength, +15 to Speed, +10 to Ki
- **Ki Drain:** 10 Ki per turn
- **Description:** Once Torrak achieves this transformation, his hair will turn golden, and his aura will flare with bright, electrified energy. His rage will become tempered by the control this form offers, making him a formidable opponent in any battle.

---

### **Character Progression Path:**

- **Short-Term Goal:** Reach **Super Saiyan** transformation and uncover more about the destruction of his home planet.
- **Long-Term Goal:** Torrak seeks vengeance against the force that destroyed his planet, but over time, he may shift toward protecting others from similar fates as he gains more wisdom.
- **Future Power Level Milestones:**
  - **100,000:** Unlock Super Saiyan
  - **500,000:** Train for Super Saiyan 2
  - **1,000,000+:** Become one of the most feared and respected warriors in the galaxy.

---

### **Roleplaying Notes:**

- **Personality:**  
   Torrak is a quiet, introspective warrior who rarely shows his emotions, but he is driven by a deep sense of loss and anger. He avoids forming attachments to others, believing that it only leads to pain. However, as he travels with new allies, he may come to realize the value of camaraderie and teamwork.

- **Combat Style:**  
   Torrak fights with a mix of brutal melee attacks and explosive Ki techniques. He tends to start fights aggressively, hoping to overwhelm his opponent early on, but if the battle turns against him, he’s more than capable of pulling back and using his energy in more strategic ways.

---

**Torrak** is a Saiyan on the edge of greatness, balancing the drive for revenge with the quest to unlock his true potential. His journey will be one of discovery, power, and eventually, redemption—if he can overcome the darkness that threatens to consume him.



### **Battle Simulation: Torrak vs. Veros**

#### **Setting:**  
The battle takes place on a desolate, rocky planet under a dim red sky. The terrain is uneven, filled with craters and jagged rock formations. Torrak stands on one side, his body tense with anticipation. Across from him, Veros calmly watches, his suppressed power masking his true strength.

---

### **Round 1: Initial Clash**

**Torrak’s Turn:**
Torrak begins the battle aggressively, knowing Veros hides his true power. He charges forward, aiming to overwhelm Veros before he can transform.

- **Action:** Torrak uses **Rapid Strike** (18 damage, +5 Speed next turn).  
- **Ki Cost:** 5 Ki (Ki: 75 left).
- **Outcome:** Torrak’s flurry of punches and kicks strikes Veros from multiple angles, catching him off guard in his suppressed form. Veros barely manages to block some of the blows.

- **Damage to Veros:** 18 damage.

Veros is surprised by Torrak’s speed and aggression, but he remains calm, calculating how best to handle the Saiyan’s relentless attacks.

**Veros’ Turn:**
Veros isn’t ready to reveal his true form just yet. He wants to study Torrak’s fighting style before transforming. He steps back and fires a quick **Death Beam** at Torrak.

- **Action:** Veros uses **Death Beam** (15 damage, ignores 2 Durability).  
- **Ki Cost:** 5 Ki (Ki: 75 left).  
- **Outcome:** The thin, piercing beam of energy shoots toward Torrak. Though Torrak tries to dodge, the beam strikes his shoulder, causing him to wince.

- **Damage to Torrak:** 15 damage (ignoring 2 Durability).

---

### **Round 2: Testing Strengths**

**Torrak’s Turn:**
Determined not to let Veros control the battle from a distance, Torrak decides to keep the pressure on. He follows up with a powerful melee move.

- **Action:** Torrak uses **Crushing Fist** (20 damage, -2 to Veros' Durability for 1 turn).  
- **Ki Cost:** 10 Ki (Ki: 65 left).  
- **Outcome:** Torrak closes the gap between them and lands a heavy, Ki-charged punch straight to Veros’ chest. The force of the blow cracks Veros’ natural defense, momentarily lowering his resistance to damage.

- **Damage to Veros:** 20 damage.  
- **Effect:** Veros’ Durability is reduced by 2 for 1 turn.

**Veros’ Turn:**
Veros knows he can’t afford to stay in his suppressed form much longer. The Saiyan is faster than expected, and Veros’ defenses are beginning to break. He decides to unleash more of his power.

- **Action:** Veros transforms into his **True Form**, gaining a significant boost to his attributes.  
- **Effect:** Veros’ Power Level is no longer suppressed. He gains +10 to Strength, +5 to Ki, and +5 to Speed. No Ki drain for the first 3 turns in True Form.

- **Description:** Veros’ body morphs, growing sleeker and more defined. His power surges as he glares at Torrak with cold, calculating eyes. The ground cracks beneath his feet from the sheer intensity of his aura.

---

### **Round 3: Power Unleashed**

**Torrak’s Turn:**
Torrak senses the massive increase in Veros’ power, but he refuses to back down. He gathers energy for a devastating attack, knowing he needs to hit hard now that Veros has transformed.

- **Action:** Torrak uses **Explosive Energy Burst** (25 damage, area attack).  
- **Ki Cost:** 15 Ki (Ki: 50 left).  
- **Outcome:** Torrak releases a massive surge of energy, sending out a shockwave that destroys the ground around them. Veros braces for the impact but is unable to avoid the blast.

- **Damage to Veros:** 25 damage.

**Veros’ Turn:**
Now in his **True Form**, Veros is ready to show Torrak his true strength. He decides to immobilize Torrak and make him vulnerable to a finishing attack.

- **Action:** Veros uses **Ice Cage** to trap Torrak (immobilized for 1 turn).  
- **Ki Cost:** 10 Ki (Ki: 65 left).  
- **Outcome:** A shimmering cage of freezing energy forms around Torrak, locking him in place. Torrak struggles but is unable to break free immediately.

- **Effect:** Torrak is immobilized for 1 turn.

---

### **Round 4: Torrak on the Defensive**

**Torrak’s Turn:**
Torrak is trapped in the Ice Cage, unable to move or use melee attacks this turn. His energy flares, but he can’t break out immediately.

- **Action:** Torrak struggles to break free but is still immobilized this turn. He prepares for Veros’ next attack.

**Veros’ Turn:**
With Torrak trapped, Veros smirks and seizes the opportunity to land a powerful hit. He moves in swiftly, using his tail to deliver a brutal strike.

- **Action:** Veros uses **Tail Smash** (18 damage, chance to stun Torrak).  
- **Ki Cost:** 5 Ki (Ki: 60 left).  
- **Outcome:** Veros’ tail crashes into Torrak, sending him flying into a nearby rock formation. The force of the blow leaves Torrak reeling.

- **Damage to Torrak:** 18 damage.  
- **Effect:** Torrak is stunned for 1 turn (cannot act next turn).

---

### **Round 5: Turning the Tide**

**Torrak’s Turn:**
Torrak, still stunned from the tail strike, cannot act this turn. His energy wavers, and he realizes he’s in a bad position, especially with Veros growing stronger.

- **Action:** Torrak is stunned and cannot take an action.

**Veros’ Turn:**
Seeing his advantage, Veros knows it’s time to end this fight. He gathers Ki for a powerful **Death Wave**, aiming to finish Torrak off in one final blast.

- **Action:** Veros uses **Death Wave** (20 damage, area attack).  
- **Ki Cost:** 10 Ki (Ki: 50 left).  
- **Outcome:** Veros releases a wide arc of destructive energy that crashes into Torrak and the surrounding terrain. The ground beneath Torrak crumbles as the energy wave slams into him.

- **Damage to Torrak:** 20 damage.

---

### **Round 6: Torrak's Saiyan Rage**

**Torrak’s Turn:**
Torrak’s health is dangerously low, but in his moment of desperation, his **Saiyan Rage** triggers, amplifying his power. His aura explodes in a fiery red glow as he pushes past his limits.

- **Action:** Torrak triggers **Saiyan Rage** (+10 Strength, +5 Ki, +5 Durability).  
- **Effect:** Torrak’s Power Level spikes, and he is filled with renewed strength. His Durability increases, helping him withstand more damage.  
- **Ki Drain:** 5 Ki per turn (Ki: 45 left).

With his newfound power, Torrak charges at Veros with a renewed determination. He aims to deliver a devastating blow before Veros can strike again.

- **Action:** Torrak uses **Crushing Fist** (20 damage, -2 to Veros’ Durability).  
- **Ki Cost:** 10 Ki (Ki: 35 left).  
- **Outcome:** Torrak’s fist connects with Veros’ chest, shattering his defenses momentarily.

- **Damage to Veros:** 20 damage.  
- **Effect:** Veros’ Durability is reduced by 2 for 1 turn.

**Veros’ Turn:**
Veros, slightly shaken by Torrak’s sudden power surge, knows that he needs to finish the battle before Torrak can do more damage. He prepares to unleash his final attack.

- **Action:** Veros uses **Death Beam** (15 damage, ignores 2 Durability).  
- **Ki Cost:** 5 Ki (Ki: 45 left).  
- **Outcome:** Veros fires the Death Beam at Torrak, aiming for a vital point. The beam strikes Torrak, cutting through his defenses.

- **Damage to Torrak:** 15 damage (ignores 2 Durability).

---

### **Round 7: Final Moments**

**Torrak’s Turn:**
Torrak is heavily injured, but his **Saiyan Rage** keeps him fighting. With only a little energy left, he decides to use one last, desperate attack.

- **Action:** Torrak uses **Explosive Energy Burst** (25 damage, area attack).  
- **Ki Cost:** 15 Ki (Ki: 20 left).  
- **Outcome:** Torrak unleashes a final burst of energy, sending out a massive explosion that tears through the battlefield. Veros is caught in the blast, unable to avoid the full brunt of the attack.

- **Damage to Veros:** 25 damage.

**Veros’ Turn:**
Veros, battered but still standing, knows that Torrak is nearly defeated. He calmly gathers his remaining energy and prepares to finish the fight with one final **Death Wave**.

- **Action:** Veros uses **Death Wave** (20 damage, area attack).  
- **Ki Cost:** 10 Ki (Ki: 35 left).  
- ****Outcome:** Veros releases his final **Death Wave**, sending a massive surge of energy across the battlefield. Torrak, exhausted from his previous attacks and the toll of his **Saiyan Rage**, is unable to dodge or defend himself. The wave slams into Torrak with full force, enveloping him in a blinding explosion of energy.

- **Damage to Torrak:** 20 damage.

---

### **End of the Battle:**

Torrak, his energy completely depleted, collapses to the ground, barely conscious. Despite his incredible determination and the strength he summoned through **Saiyan Rage**, the overwhelming power of Veros in his **True Form** was too much. Torrak has fought valiantly, but the damage from Veros' relentless attacks proves to be more than he can handle.

Veros stands tall, his body emitting a faint glow from the residual energy of his **Death Wave**. He regards Torrak with a cold, calculated look. 

**Veros (to Torrak):**  
*"You fought well, Saiyan. But as always, brute force alone will never be enough to defeat me."*

Without another word, Veros turns his back on Torrak, satisfied with his victory. He walks away, leaving Torrak alive but defeated, a clear message that he could have finished the Saiyan off if he wished, but chose not to.

---

### **Battle Outcome: Veros Wins**

- **Torrak’s Final HP:** 0 (Unconscious)
- **Veros’ Final HP:** 22 (Badly Injured but Standing)

---

### **Post-Battle Analysis:**

- **Torrak's Strengths:**
  - **Aggressive Playstyle:** Torrak’s relentless melee assaults kept Veros on the defensive early on, and his ability to dish out high-damage attacks through **Crushing Fist** and **Explosive Energy Burst** nearly turned the tide.
  - **Saiyan Rage:** Torrak’s transformation near the end of the battle gave him a much-needed power boost, allowing him to stay in the fight and deal significant damage to Veros, even after he had been immobilized and stunned.

- **Veros' Strengths:**
  - **Tactical Fighting:** Veros used his intellect to outlast Torrak, waiting for the right moment to reveal his **True Form** and wear down the Saiyan with precision attacks like **Death Beam** and area-of-effect moves like **Death Wave**.
  - **Immobility and Stun Tactics:** Immobilizing Torrak with **Ice Cage** and following up with a **Tail Smash** to stun him gave Veros a crucial advantage in the middle of the fight, allowing him to regain control and dish out consistent damage without much retaliation.

---

### **Future Rivalry Development:**

Torrak's loss will undoubtedly fuel his desire to grow even stronger. His defeat at the hands of Veros, particularly knowing that Veros could have killed him but chose not to, will ignite a burning drive in Torrak to unlock **Super Saiyan** and challenge Veros once again. Veros, on the other hand, will view Torrak as a potential threat in the future but one that can be manipulated and controlled—unless Torrak's strength surpasses his expectations.

The rivalry between these two warriors is far from over, and their next encounter is bound to be even more explosive, especially as Torrak inches closer to unlocking his **Super Saiyan** form and Veros continues to seek power through his **Final Form**.


### **DBZ: Ascension Dice Rules**

In **DBZ: Ascension**, dice rolls are used to resolve actions, including combat, skill checks, transformations, and special abilities. The game uses a **d20 system** as the core mechanic for determining success or failure in most situations. This means you will typically roll a 20-sided die (d20) and add any relevant bonuses to the result.

Here’s a breakdown of the key dice rules and how they work:

---

### **1. Dice Rolling Basics**

- **Basic Roll Formula:**  
   Most actions follow this format:
   - **1d20 + Attribute Modifier + Other Modifiers**
   - This total is then compared to a **Difficulty Class (DC)** or an opponent's **defense stat** to determine success.

- **Attribute Modifiers:**  
   Each character’s core attributes (Strength, Speed, Durability, Ki, and Control) provide modifiers that are added to the d20 roll:
   - **Attribute Modifier Example:** If Torrak has a **Strength of 12**, his Strength modifier is +2 (since the bonus for an attribute score of 12 is +2).

---

### **2. Combat Rolls**

#### **2.1 Attack Rolls:**
To attack an opponent, players roll a **1d20** and add their relevant attribute modifier based on the type of attack (Strength for melee, Ki for energy attacks). The result is compared to the opponent’s **Defense Roll** (1d20 + Speed or Durability modifier).

- **Attack Roll Formula:**  
   - **1d20 + Strength (for melee) or Ki (for energy)**

- **Defense Roll Formula (opponent):**  
   - **1d20 + Speed (for dodging) or Durability (for blocking)**

- **Example Attack:**  
   Torrak punches Veros using a melee attack:
   - Torrak rolls **1d20 + 2 (Strength)** and gets a total of 16.
   - Veros tries to dodge, rolling **1d20 + 3 (Speed)** and gets a 15.
   - Torrak’s attack lands because 16 beats 15.

#### **2.2 Damage Rolls:**
Once an attack lands, the damage is applied. Each attack or technique has a specific **damage value** that’s applied directly to the opponent’s HP after factoring in any resistances (Durability or other modifiers).

- **Damage Example:**  
   Torrak’s **Crushing Fist** deals 20 damage. Veros has a **Durability modifier of +2**, which reduces the damage by 2. Veros takes **18 damage** total.

---

### **3. Ki Techniques and Transformations**

#### **3.1 Ki Attack Rolls:**
Ki-based techniques follow a similar formula to melee attacks, but the modifier used is **Ki** instead of Strength.

- **Ki Attack Roll Formula:**  
   - **1d20 + Ki modifier**
   - The attack is compared to the target’s defense roll, typically using **Speed** to dodge.

- **Example Ki Attack:**  
   Veros uses **Death Beam** (15 damage).  
   - Veros rolls **1d20 + 3 (Ki)** and gets a total of 18.
   - Torrak tries to dodge, rolling **1d20 + 2 (Speed)** and gets a 16.
   - The Death Beam hits Torrak, dealing 15 damage.

#### **3.2 Ki Costs and Management:**
Each Ki technique has a specific **Ki cost**. Players must subtract the Ki cost from their available Ki pool whenever they use a technique.

- **Ki Example:**  
   Torrak uses **Explosive Energy Burst**, which costs 15 Ki.
   - Torrak has 50 Ki at the start of the round. After using **Explosive Energy Burst**, his Ki is reduced to **35 Ki**.

#### **3.3 Transformation Rolls:**
Transformations such as **Super Saiyan** or **Final Form** are often triggered through specific narrative moments or when characters reach a certain Power Level. Transformations may require a **Control check** to maintain or activate, especially if the character has not fully mastered the form.

- **Transformation Check Formula:**  
   - **1d20 + Control modifier vs. DC** (determined by the GM)

- **Example Transformation:**  
   Torrak attempts to trigger **Saiyan Rage**. The GM sets a **DC of 15** for the transformation.  
   - Torrak rolls **1d20 + 2 (Control)** and gets a 17, successfully activating **Saiyan Rage**.

---

### **4. Skill Checks**

**Skill checks** are used for actions outside of combat, such as **searching for an item, hacking a terminal,** or **tracking a fleeing enemy.** These are handled with a d20 roll, modified by the relevant attribute (typically **Speed**, **Strength**, or **Control**).

- **Skill Check Formula:**  
   - **1d20 + Relevant Attribute Modifier** vs. a **DC** (set by the GM)

- **Example Skill Check:**  
   Torrak tries to lift a heavy boulder. The GM sets the DC at 13, and Torrak has a **+2 Strength modifier**.  
   - Torrak rolls **1d20 + 2** and gets a 14, successfully lifting the boulder.

---

### **5. Critical Hits and Failures**

#### **5.1 Critical Hits:**
If a player rolls a **natural 20** on an attack roll, it results in a **Critical Hit**, which automatically succeeds and deals **double damage**.

- **Critical Hit Example:**  
   Veros rolls a natural 20 on his **Death Beam** attack. Instead of 15 damage, the attack deals **30 damage**.

#### **5.2 Critical Failures:**
If a player rolls a **natural 1** on any d20 roll, it results in a **Critical Failure**, meaning the action fails in the worst possible way. This could result in the player leaving themselves open to a counterattack or fumbling their technique.

- **Critical Failure Example:**  
   Torrak rolls a natural 1 on his **Crushing Fist** attack. He loses his balance and leaves himself open, giving Veros an automatic opportunity to counter with a melee attack.

---

### **6. Initiative Rolls**

At the start of combat, players roll for **initiative** to determine the order of turns. This roll is modified by the **Speed** attribute, with the highest result going first.

- **Initiative Formula:**  
   - **1d20 + Speed modifier**
   - Players and NPCs roll, and turns proceed in descending order of initiative.

---

### **7. Optional House Rules (GM Discretion)**

#### **7.1 Power Struggles (Beam Struggles):**
When two characters fire powerful Ki beams at each other simultaneously, a **Power Struggle** occurs. Both players roll **1d20 + Ki modifier**, and the higher roll wins the clash.

- **Power Struggle Outcome:**  
   The winner's attack breaks through the opponent's, dealing full damage. The loser takes **half damage** from their opponent's attack.

#### **7.2 Environmental Destruction:**
In **DBZ: Ascension**, battles often cause massive destruction to the environment. Players can intentionally target the environment (e.g., blasting a mountain or creating a crater). The GM can assign DCs or consequences for environmental damage that can affect both players and enemies.

- **Example Environmental Damage:**  
   Veros fires a **Death Wave** at a cliffside, causing it to collapse on top of Torrak. Torrak must roll a **Speed check (DC 15)** to dodge the falling debris. If he fails, he takes **10 damage**.

#### **7.3 Team Attacks:**
Players can coordinate team attacks, where multiple characters combine their Ki for a devastating attack. Each player involved rolls **1d20 + Ki**, and the combined total is compared to the target’s defense. If successful, the damage from each attack is added together, and the target takes the full brunt of the combined assault.

---

### **8. Conclusion**

The d20 system in **DBZ: Ascension** keeps gameplay fast-paced while allowing for flexibility in combat and skill resolution. With the core mechanic of **1d20 + attribute modifiers**, the game maintains simplicity, while offering depth through custom techniques, transformations, and strategic decisions.

Feel free to modify these rules to fit your group's preferred style of play, and always be open to collaboration between players and the GM to make the game as enjoyable and immersive as possible.

